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Welcome to the front lines, Commander. There is a World War currently under way—a war that should have never happened. Joseph 
Stalin's forces are expanding the Soviet border, destroying anything and anyone that opposes them. It's time to choose a side, 
Commander. Fight for freedom or domination—the choice is yours. Either way, we are already at Red Alert. 


THIS BOOK 


This book is your total guide to Command & Conquer: Red Alert. From the keys you will push to the units you will command, this book 
provides you with the details you need to ensure victory. 


Chapter 1, Red Alert Basics, will familiarize you with how to play Red Alert, what keys to press and where to click the mouse. 


Chapter 2, Allied Structures and Units, details the Allied buildings, equipment, and armor. General statistics are given for each, as well 
as specific tips on how to best use them on the battlefield. 


Chapter 3, Soviet Structures and Units, details the Soviet buildings, equipment, and armor. General statistics are given for each, as well 
as specific tips on how to best use them on the battlefield. 


Chapter 4, Military Strategies, explains generally successful tactics that you can use in Red Alert, as well as those you should avoid! 


Chapter 5, Allied Missions, gives you the inside scoop on how to win all the Allied missions. Mission maps, objectives, general strategy, 
and step-by-step detail allow you to access the amount of help that you need. 


Chapter 6, Soviet Missions, details how to win all the Soviet missions. Mission maps, objectives, general strategy, and step-by-step detail 
allow you to access the amount of help that you need. 


Chapter 7, Multiplayer Missions, describes how to hook up over modem, network, and the Internet to play against other Red Alert play- 
ers. Descriptions and tips for all the multiplayer maps are also included. 


Appendix A, Equipment Data, details the statistics of all the units and structures in the game. Look here if you are curious about the 
exact strength and firepower of a Mammoth Tank, or range of a Tesla Coil. 


Appendix B, Terrain Editor, shows you the ins and outs of creating your own, custom-built, multiplayer battle maps using the Terrain 
Editor application provided with Red Alert. 


Appendix C, Troubleshooting, gives you general information for solving problems with Red Alert, as well as resources for finding help 
with especially complicated problems. 


Introduction 


ray 


If you're a veteran of the original Command & Conquer, you'll feel right at home in Red Alert. The story and the units 
are different, but the play is pretty much the same. For those of you who are firing your first volleys in the world of 
Command & Conquer, here are some of the most important commands to get you up and fighting quickly. You won't 
get too far into the missions until you learn them and get comfortable using them in the heat of battle. To learn more 
about how to use these commands, see the chapter on Military Strategies. 


BASIC KEYSTROKE 


COMMANDS 


COMMAND NAME KEYSTROKE 


Teams CTRL/ALT + # 
Bookmarks CTRL + Fg-Fi2/Fg-Fi2 
Formations F 

Guard G 

Force Fire CTRL + left click 
Force Move ALT + left click 
Scatter X 

Stop S 

Escort CTRL + ALT + left click 
Center Views Home key 
Construction Yard View H 

Select Every Unit E 

Next Unit N 

Waypoint Q 


RESULT 


Designates/Selects teams of units 
Saves/Returns to map locations 

Teams maintain formation while moving 
Units attack any enemy within range 
Force unit to fire on area 

Force tank to move into selected area 
Force grouped units to spread out 

Stop current action or order 

Order unit(s) to follow designated unit 


Centers map view on currently selected 
unit or structure 


Centers map view on construction yard 
Selects every unit on battlefield 


Cycles through every available unit 

Set a ‘waypoint.’ Hold "Q" when ordering a unit to move 
and click in several locations. The unit will move to 
each waypoint in turn until it reaches the last point. 
(Can only be used to move, you cannot order a unit to 
attack at the end of its movement.) 


MULTIPLAYER ONLY 
KEYSTROKE COMMANDS 


COMMAND NAME KEYSTROKE 


Ally A 
Messages ~ FI-F7 
Message To All F8 


RESULT 


Allies your unit with those of selected player 
Sends message to selected player 


Sends message to all players 


Red Alert Basics 


So, you want to fight for the good guys, eh? | don't need to remind you that nothing less than the fate of the free 
world rests on our success. Fortunately, the combined might of the world's Allied powers, along with the genius of 
Dr. Einstein, has given us a technological edge. 


A detailed briefing on all the structures and units available to you in the fight against the Soviets follows. Read 
each description carefully, and learn to use each tool to its best advantage. 


TIP: FOR MORE INFORMATION ON EACH STRUCTURE AND UNIT, SEE APPENDIX A, 
“DETAILED STRUCTURE AND UNIT DATA.” 


ALLIED STRUCTURES 


This section describes all of the structures that you can build. Every structure requires a Construction Yard in order 
to be built. Note that sometimes, you will be assigned to a post with an existing Construction Yard. Other times, 
you will have to find a suitable location yourself, and deploy the Mobile Construction Yard appropriately. 


Each description includes the following data: 


Cost: THE Cost (IN CREDITS) TO BUILD THIS STRUCTURE 


STRENGTH: THE NUMBER OF HITS THE STRUCTURE CAN TAKE BEFORE IT IS DESTROYED. 
ARMOR: WHAT TYPE OF ARMOR PROTECTS THE STRUCTURE FROM ATTACK. 


POWER USAGE: THE AMOUNT OF POWER THE STRUCTURE CONSUMES. NOTE THAT SOME STRUCTURES PROVIDE POWER. 
THESE STRUCTURES HAVE THEIR POWER USAGE GIVEN WITH A PLUS SIGN (“+”). 


WEAPON: THE WEAPON (IF ANY) THIS STRUCTURE INCLUDES. 
RANGE: THE RANGE OF THE STRUCTURE’S WEAPON. 


DAMAGE: THE NUMBER OF HITS THE STRUCTURE’S WEAPON DOES TO A TARGET. 


NOTE: STRENGTH AND DAMAGE ARE DIRECTLY RELATED. THAT IS, THE AMOUNT 
OF DAMAGE A WEAPON DOES SUBTRACTS THAT AMOUNT FROM THE TARGET’S 
STRENGTH. WHEN STRENGTH REACHES QO, THE TARGET IS DESTROYED. 


NOTE: RANGE IS GIVEN IN TERMS OF BATTLEFIELD UNITS. EACH “UNIT”? IS 
ROUGHLY THE WIDTH OF AN ORE SILO. 


I 


Allied Structures and Units 


CONSTRUCTION YARD 


Cost: 2500 (For MCV) STRENGTH: 800 


ARMoR: HEAVY PRODUCES: ALLOWS CONSTRUCTION 


Power USAGE: -10 


The Construction Yard is the basic building block for all your base structures and units. It must be protected at all costs. Lose 
this, and you're almost certainly doomed. A second Construction Yard, when available, greatly increases production speed. 


PoWER PLANT 


Cost: 300 STRENGTH: 400 


ARMOR: LIGHT PRODUCES: ELECTRICAL POWER 


Power USAGE: +100 


Power plants generate the electricity to keep your base humming. Without them, nothing else works. Power plant construction 
is available as soon as you deploy your Mobile Construction Vehicle. Power plants are a favorite target for Soviet air strikes, so 
be prepared to defend them, and repair them quickly when they've been hit. A damaged power plant can reduce available 
electricity enough to halt production and knock out your AA guns. Try to stay one step ahead of your power demands. Keep an 
eye on the power meter, and build another power plant before excessive demand overloads the system. You don’t want your 
AA guns to go off-line just as Soviet bombers are making an attack run. 


ADVANCED 
PoWER PLANT 


Cost: 500 STRENGTH: 700 


Armor: LIGHT PRODUCES: ELECTRICAL POWER 


Power USAGE: +200 


As the name suggests, this is an enhanced version of the regular power plant. Advanced power plants are more expensive, but 
they're still a good investment in the long run, producing twice the electricity of a regular plant. That benefit is lost, however, 
if you can't protect them from attack. 


I2 


Allied Structures and Units 


ORE REFINERY 


Cost: 2000 STRENGTH: 900 


ARMor: LIGHT PRODUCES: CREDITS 


Power USAGE: -30 


This is where precious ore is smelted, stored, and converted into credits. Aside from the construction yard, an ore refinery is 
perhaps the single most critical building in an Allied base. Defend it carefully, and be ready to make repairs when it's damaged. 
When choosing a location for a new refinery, try to pick a spot that's close to an ore field, yet still fairly well protected. 


SILO 


Cost: 150 STRENGTH: 300 


Armor: LIGHT PRODUCES: ORE STORAGE 


Power USAGE: -10 


When the refinery reaches its storage capacity, you'll need to build silos to house more ore. You'll be told when they're 
needed. Each silo stores up to 1,500 credits, and you'll lose them all when a silo is destroyed or stolen. 


BARRACKS 


Cost: 300 STRENGTH: 800 


Armor: LIGHT PRODUCES: INFANTRY UNITS 


Power USAGE: -20 


Barracks produce all Allied infantry units: rifle infantry, rocket soldiers, grenadiers, medics, engineers, and spies. Place bar- 
racks so that the soldiers it trains will have easy access to the areas where they're needed—perimeter defense or staging areas 
for invasion forces. Additional barracks greatly increase production speed for new units. At only 300 credits, they're a great 
bargain. You should build at least two in almost any base. 


Allied Structures and Units 


LUERPONS FACTORY 


Cost: 2000 STRENGTH: 1000 


ARMOR: LIGHT PRODUCES: VEHICLES 


Power USAGE: -30 


This structure is required for the construction of all Allied ground vehicles. Again, choose the location of your weapons factory 
carefully, keeping the structure insulated in the interior of the base, and using any natural protection available. Like troops 
production, a second weapons factory will boost production of vehicles. At 2000 credits a pop, their cost often makes 
additional factories a luxury that an Allied commander can't afford. 


NAVAL YARD 


Cost: 650 STRENGTH: 1000 


ARMOR: LIGHT PRODUCES: NAVAL UNITS 


PowER USAGE: -30 


A naval yard allows you to build and repair Allied ships. Building more than one naval yard speeds up construction time for 
the ships they produce. Naval yards may be built only on water squares that are adjacent to land. 


HELIPAD 


Cost: 1500 STRENGTH: 800 


ARMOR: LIGHT PRODUCES: HELICOPTERS 


Power USAGE: -10 


Building a helipad allows you to build and reload helicopters. A newly-constructed helipad comes with an Apache attack heli- 
copter. Build helipads in the interior of your base, to protect them and their vulnerable helicopters from enemy attack. 


Allied Structures and Units 


PILLBOX 


Cost: 400 STRENGTH: 400 


Armor: MEDIUM WEAPON: VULCAN CANNON 


RANGE: 5 DAMAGE: 40 


Power USAGE: -10 


These defensive emplacements are perhaps the best buy for base fortifications. The pillbox's Vulcan cannon chews up enemy 
infantry. When plotting the perimeter defense of your base, place pillboxes at points where you expect enemy ground assaults. 
Ideally, build pillboxes in pairs, so that they cover a wider area, but can still converge their fire. 


CAMOUFLAGED 
PILLBOX 


Cost: 600 STRENGTH: 600 


ARMor: HEAVY WEAPON: VULCAN CANNON 


RANGE: 5 DAMAGE: 40 


PowER USAGE: -I5 


Though they possess the same firepower as the basic pillbox, the camouflage of this structure helps it blend into the terrain, 


greatly enhancing its defensive capability. If you can afford camouflaged pillboxes—and they cost just 200 credits more than 
the basic pillboxes—these are your best buy in base defenses against enemy troops. 


TURRET 


Cost: 600 STRENGTH: 400 


ARMoR: HEAVY 


WEAPON: IO5MM CANNON 


RANGE: 4.75 DAMAGE: 30/2 BURSTS 


POWER USAGE: -40 


The 105mm cannon makes the turret ideal for anti-tank defense. Use turrets in combination with pillboxes for stronger base 


defense. Attacking armor will often make turrets their primary target, so turrets often draw fire away from other, more vulner- 
able units. 


Allied Structures and Units 


AA GUN 


Cost: 600 STRENGTH: 400 


ARMOR: HEAVY Weapon: ZSU-23 
RANGE: 6 DAMAGE: 35 


POWER USAGE: -50 


AA guns pack a real wallop, so they're essential for defending an Allied base against air attacks. Their construction becomes 
available only when you build a radar dome. Place your AA guns carefully. Their relatively short range means you should build 
them close to vulnerable and important structures, including power plants, ore refineries, and war factories. 


SERVICE DEPOT 


Cost: 1200 STRENGTH: 800 


Armor: LIGHT PRODUCES: HELICOPTERS 


PowER USAGE: -30 


Service depots repair damaged ground vehicles, as well as reload mine layers. When their construction is available (after you 
build a war factory), service depots should be one of your construction priorities. These lightly-armored structures should be 
insulated in the interior of the base, and defended against Soviet attack by AA emplacements . 


RADAR DOME 


CosT: 1000 STRENGTH: 1000 


Armor: LIGHT PRODUCES: CLEAR VIEW OF MAP; 
ALLOws AA GUNS 


POWER USAGE: -40 


If your base is under threat of Soviet air attack, then you should build a radar dome immediately once construction is avail- 
able. Since radar gives you an unobstructed view of the entire map, you should consider building this structure even when 
Soviets air strikes aren't a constant threat. Building a radar dome also allows you to construct AA guns. 


Allied Structures and Units 


TECHNOLOGY 
CENTER 


Cost: 1500 STRENGTH: 400 


ARMOR: LIGHT Propuces: HIGH-TECH UNITS; GPS SATELLITE 


Power USAGE: -200 


In the later missions, technology centers become almost essential ingredients to a successful Allied base. Their construction 
allows you to build the gap generator. Building a technology center also automatically begins construction of a GPS satellite. 


GAP GENERATOR 


Cost: 500 STRENGTH: 1000 


ARMOR: LIGHT PRODUCES: SHROUDS BASE FROM ENEMY’S SIGHT 


Power USAGE: -60 


Building a gap generator shrouds the base from enemy sight. The shroud is broken only when an enemy unit comes within 
sight range. The shroud is restored as soon as the unit is destroyed or moves out of sight range. Unfortunately for the Allies, 
the gap generator is available only in multiplayer missions. 


CHRONOSPHERE 


Cost: 2800 STRENGTH: 400 


ARMOR: LIGHT PRODUCES: ALLOWS INSTANTANEOUS 
TRANSPORT OF UNITS 


Power USAGE: -200 


This new and potentially awesome technology allows the Allies to “beam” units from one location to another. At this time, the 
transfer is not permanent; the unit returns from the remote location after a short time. The chronoshift is still something of a 
mystery, so use it with caution. 


Allied Structures and Units 


FAKE STRUCTURES 


Cost: 50 STRENGTH: 30 


ARMor: NONE PRODUCES: NOTHING 


Power USAGE: -2 


Fake structures are replicas of construction yards, war factories, radar domes, and naval yards. These buildings are virtually 
indistinguishable from the real things, revealing themselves to be fake only after they are destroyed by enemy fire. At so cred- 
its each, fake structures are a wonderful investment for base defense. 


SANDBAG BARRIER 


Cost: 25 STRENGTH: I 


ARMOR: LIGHT PRODUCES: PASSIVE DEFENSE 


Power USAGE: — 


Sandbags present an obstacle only to enemy infantry. Any armored vehicles will roll right over them. Still, thoughtful place- 
ment of sandbags can strengthen base defenses at a very low cost. By leaving an opening in a line of sandbags, flanked by pill- 
boxes, you can create a choke point that will attract enemy infantry. This gives you a perfect chance to cut them down. 


CONCRETE BARRIER 


Cost: 100 STRENGTH: I 


Armor: HEAVY PRODUCES: PASSIVE DEFENSE 


Power USAGE: — 


As soon as concrete barriers become available, you should use them to guard the entire perimeter of your base. Armored vehi- 
cles cannot breach these barriers, though enemy tanks can blast their way through them. Don't feel overly secure behind con- 
crete barriers, however. Any enemy unit can see—and shoot rockets—right over the top of them. 


Allied Structures and Units 


ALUED UNITS 


We have now covered the available structures. Let's turn our attention to the armor, infantry, and air units at your 
command. Each unit offers unique and valuable capabilities. Part of being an effective commander is knowing the 
right tools for the job. Master the different abilities of your units and the appropriate times to use them. 


Each unit's description includes the following information: 


Cost: THE COST (IN CREDITS) TO BUILD OR TRAIN THIS UNIT 


STRENGTH: THE NUMBER OF HITS THE UNIT CAN TAKE BEFORE IT IS DESTROYED. 
ARMOR: WHAT TYPE OF ARMOR PROTECTS THE UNIT FROM ATTACK. 


SPEED: HOW FAST THIS UNIT MOVES ACROSS THE BATTLEFIELD. NOTE THAT THIS NUMBER IS RELATIVE TO THE SPEED OF 
OTHER UNITS. 


WEAPON: THE WEAPON (IF ANY) THIS UNIT USES. 
RANGE: THE RANGE OF THE UNIT'S WEAPON. 


DAMAGE: THE NUMBER OF HITS THE UNIT'S WEAPON DOES TO A TARGET. 


NOTE: STRENGTH AND DAMAGE ARE DIRECTLY RELATED. THAT IS, THE AMOUNT 
OF DAMAGE A WEAPON DOES SUBTRACTS THAT AMOUNT FROM THE TARGET’S 
STRENGTH. WHEN STRENGTH REACHES O, THE TARGET IS DESTROYED. 


NOTE: RANGE !1S GIVEN IN TERMS OF BATTLEFIELD UNITS. EACH “UNIT”? 1S 
ROUGHLY THE WIDTH OF AN ORE SILO. 


Cost: 100 STRENGTH: 50 
ARMOR: NONE WEAPON: MI CARBINE 
RANGE: 3 DAMAGE: I5 


SPEED: 4 


He's your grunt soldier; the basic infantry unit available to the Allies. Rifle infantry are cheap and very effective against enemy 
foot soldiers. Dogs, flame throwers, and grenadiers, though, will make short work of these vulnerable units, so try to keep 
them out of harm's way whenever possible. 


Allied Structures and Units 


MEDIC 


Cost: 800 STRENGTH: 80 


Armor: NONE Weapon: HEAL 


RANGE: 1.83 DAMAGE: -50 


SPEED: 4 


The Soviets don't have these valuable units, so medics represent one of our greatest assets against the enemy. Medics quickly 
and automatically heal any injured infantry unit within their short range (less than two squares). Medics can heal other medics, 
but can't help themselves. So, take great care to protect them, and keep them out of the action during a fire fight. 


ROCKET INFANTRY 


Cost: 300 STRENGTH: 45 


Armor: NONE WEAPON: DRAGON 


RANGE: 6 DAMAGE: 30 


SPEED: 3 


Rocket soldiers are deadly against enemy armor and aircraft. Crank out these guys quickly, especially in the early missions, in 
which you can't build armor or AA guns. They are very vulnerable to enemy infantry, though, so keep your rocket infantry in a 
stand-off position whenever possible. In missions where your base is attacked by Soviet planes, rocket soldiers represent an 
effective and low-cost means of defense. Even when AA guns are available in later missions, rocket soldiers are very useful for 
augmenting the defensive fire of AA guns. 


Spy 


Cost: 500 STRENGTH: 25 


Armor: NONE Weapon: NONE 


RANGE: — DAMAGE: — 


SPEED: 4 


He doesn’t carry a weapon, and attack dogs can sniff him out in a heartbeat, but you've got to admire a guy who will sashay into 
a Soviet base armed with only a tuxedo. Spies are invisible to all enemy units except Attack Dogs. In general, spies are useful in 
gathering intelligence about enemy strengths and base construction. In addition, a spy gives Allies a sonar pulse when he sneaks 
into a Soviet sub pen. Spies must accomplish specific tasks in some missions, such as rescuing Tanya in Allied mission *5. 


Allied Structures and Units 


ENGINEER 


Cost: 300 STRENGTH: 25 


ARMorR: NONE Weapon: NONE 


RANGE: — DAMAGE: — 


SPEED: 4 


These boys are extremely useful, whether you're trying to take over a Soviet base or trying to protect your own. An engineer 
can immediately and fully repair any damaged structure. Unfortunately, he gives his life in the process, so don’t waste one to 
repair a building that's only slightly damaged. Engineers can also capture enemy structures, but only after the building is dam- 
aged into the red zone on its strength bar. Engineers won't last long in the face of enemy fire, so be sure to keep them out of 
the action until they’re needed. 


THIEF 


Cost: 500 (MULTIPLAYER ONLY) STRENGTH: 25 


Armor: NONE Weapon: NONE 


RANGE: — DAMAGE: — 


SPEED: 4 


With their ability to sneak into silos and refineries to steal half the available credits, thieves can be extremely valuable units, 
though they are available only in multiplayer missions. Don’t order them to travel far in open terrain; they tend to get cut 
down quickly when exposed to any enemy fire. 


TANYA 


Cost: 1200 (MULTIPLAYER ONLY) STRENGTH: 100 


ARMOR: NONE WEAPON: COLT 45 


RANGE: 5.75 DAMAGE: 50/2 BURSTS 


SPEED: 5 


Ah, Tanya — she of sharp tongue and mysterious past. You may get tired of her catch phrases, but Tanya is one lethal woman. 
Armed with a pair of .45-caliber pistols, she is a crack shot. And her fantastic weapon and sight ranges make her even more 
dangerous. Tanya’s weapon range allows her to pick off Soviet infantry before they can even draw a bead on her. Oh, and she 
can quickly demolish a targeted enemy structure using her training in explosives—a very valuable skill, indeed. Tanya must be 
protected at all costs, so keep her away from Tesla coils and flame turrets. 


Allied Structures and Units 


ANTI- TANK 
MINE LAYER 


Cost: 800 STRENGTH: 100 


Armor: MEDIUM WEAPON: ANTI-PERSONNEL MINES 


RANGE: O DAMAGE: 100 (AREA EFFECT) 


SPEED: 9 


These vehicles can lay five mines when fully loaded. They're ideal for setting traps for Soviet armor, as the mines are invisible 
to the enemy. To place a mine, direct the mine layer to the chosen location. When it arrives, double-click with the cursor over 
the mine layer (once to select the unit, and once to place the mine). Mine layers are one of the fastest ground units in the war, 
and they're remarkably effective at squashing infantry that get in their way. When a mine layer is out of mines, keep it near 
Soviet assault points, so you can use it to run over attacking infantry. Service depots will rearm mine layers, so make sure you 
build a depot whenever possible. 


ORE TRUCK 


Cost: 1400 STRENGTH: 600 


Armor: HEAVY WEAPON: NONE 
RANGE: — DAMAGE: — 


SPEED: 6 


These huge vehicles are slow, but incredibly tough. Keep an eye on an ore truck's strength bar, and move the vehicle into a 
service depot anytime it sustains significant damage. An ore truck is too important (and too expensive) to lose through care- 
lessness. As discussed in Military Strategies, be sure to attach a guard force to any ore truck working near enemy units. When 
a truck is close to Soviet soldiers, run ‘em down. 


FARANGER 


Cost: 600 STRENGTH: 150 


Armor: LIGHT WEaPon: M60 MACHINE GUN 


RANGE: 4 DAMAGE: I5 


SPEED: 12 


Allied Structures and Units 


The ranger’s primary weapon is its speed, allowing the vehicle to scout an area quickly, then get the hell out when shooting 
starts. When defending a base, use rangers as machine-gun emplacements, positioning them on the perimeter to cut down 
advancing troops. In an attack, use rangers to support ground troops. Watch out, though; it's easy to forget about rangers in a 
furious battle, and they'll get wiped out in a hurry. Be ready to keep them on the move, using their speed to good advantage. 


Its machine gun is most effective against infantry, though the combined firepower of several rangers can quickly destroy 
armored vehicles. 


LIGHT TANK 


Cost: 600 STRENGTH: 300 


Armor: MEDIUM WEAPON: 75 MM CANNON 


RANGE: 4 DAMAGE: 25 


SPEED: 10 


The Allied light tank is no match for the superior firepower of any Soviet armor in a one-on-one shoot-out, but these vehicles 


are very effective when used in groups. Try to group light tanks in pairs, and preferably in groups of three or four vehicles. In a 
close-quarters fight, remember to move tanks individually to flatten nearby infantry. 


ARMORED PERSONAL 
CARRIER (APC) 


Cost: 800 STRENGTH: 200 


ARMOR: HEAVY WEAPON: M60 MACHINE GUN 


RANGE: 4 DAMAGE: I5 


SPEED: 14 


Needless to say, the APC’s precious cargo demands the utmost protection from enemy fire. As part of a large assault force, 
keep APCs to the rear and out of harm's way. When the force has reached its destination—usually a Soviet base—use the APC's 
blazing speed to zip around other units and unload its troops. After its troops have deployed, let the APC’s machine gun turn 
its fire on enemy infantry, or order the vehicle to run over Soviet ground units. 


Allied Structures and Units 


ARTILLERY 


Cost: 600 STRENGTH: 75 


Armor: LIGHT WEAPON: I55 MM CANNON 


RANGE: 6 DAMAGE: 150 


SPEED: 6 


These units are painfully slow and vulnerable, but they pack a mighty punch. You must take great care to keep artillery well 
behind the up-front fighting. During the chaos of a pitched battle, it’s easy to forget about these units until you notice them 
burning and exploding on the front lines. Use artillery’s stand-off capability in both defensive and offensive fighting. When 
defending a base, figure the artillery unit's range, then place it at a point where it can lob shells to a key area while staying 
safely out of range inside the base. When attacking, order artillery to stay well back of your advance forces. 


MEDIUM TANK 


Cost: 800 STRENGTH: 400 


Armor: HEAVY WEAPON: 90MM CANNON 


RANGE: 4.75 DAMAGE: 30 


SPEED: 9 


The Allied medium tank is the closest match you have to the mighty Soviet armor. Though its single barrel is outgunned by the 
twin cannons of the Soviet heavy tank, the Allied tank can run circles around opposing armor. Again, use medium tanks in 
groups to maximize their firepower. Medium tanks will usually draw the fire from Soviet armor, so be prepared to take advan- 
tage of this tendency by using other vehicles to hit hard at the units attacking your tanks. 


MosBILE GAP 
GENERATOR 


Cost: 600 STRENGTH: 110 


Armor: LIGHT WEAPON: SHROUD GENERATOR 


RANGE: — DAMAGE: — 


SPEED: 9 
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This unit performs much the same function as the stationary gap generator, though the shroud it projects is much smaller. 
Though you can’t hide an entire base, the mobile gap generator will create a shroud large enough to hide several units. 


MOBILE 
CONSTRUCTION 
VEHICLE 


Cost: 2500 STRENGTH: 600 


Armor: HEAVY WEaPoNn: NONE 
RANGE: — DAMAGE: — 


SPEED: 6 


The construction yard is clearly the single most important element of any base, and must be protected against the Soviet 
attacks that will surely be directed against it. If you have two construction yards, use the second to either build a second base, 
or extend the reach of one base, depending on the needs of the particular mission. 


TRANSPORT 


Cost: 700 STRENGTH: 350 


Armor: MEDIUM Weapon: NONE 


RANGE: — DAMAGE: — 


SPEED: 14 


Capable of holding five ground units of any type (tanks, infantry — you name it), transports are essential when you're assem- 
bling an invasion force. These ships are the fastest of the Allied naval units, but they're extremely vulnerable. Losing a fully 
loaded transport is usually disastrous, so protect them with gunboats or destroyers whenever possible. 
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GUNBOAT 


Cost: 500 STRENGTH: 200 


ARMor: LIGHT WEAPON: 2-INCH DECK GUN/DEPTH CHARGES 


RANGE: 5.5/5 DaMAGE: 25/80 


SPEED: 9 


Gunboats are the lightest of the Allied warships, but their great speed makes up for their light armor and weak firepower. Like 
the ranger on land, the gunboat is best used as a scout. They are most effective in detecting and destroying Soviet submarines, 
though they won't last long in a one-on-one confrontation. By grouping several gunboats together, though, you can use their 
depth charges to finish off a sub, while keeping losses to a minimum. 


DESTROYER 


Cost: 1000 STRENGTH: 400 


Armor: MEDIUM WEAPON: STINGER MISSILES/DEPTH CHARGES 


RANGE: 9/5 DAMAGE: 30/80 


SPEED: 6 


The destroyer is arguably the most versatile offensive naval unit in the Allied arsenal. Its two depth-charge launchers make it a 
prime threat against Soviet submarines, while its Stinger missiles can wreak havoc on both Soviet aircraft and land units. As 
with gunboats, destroyers should be used to escort vulnerable transports, spotting and destroying submarines before they can 
attack. 


CRUISER 


Cost: 2000 STRENGTH: 700 


ARMor: HEAVY WEAPON: 8-INCH CANNONS 


RANGE: 22 DAMAGE: 500/2 BURSTS 


SPEED: 4 


With its remarkable range and firepower, the cruiser is the single most powerful unit in the Allied arsenal—on the land or at 
sea. Though heavily-armored, the cruiser’s lack of defense fire makes it very vulnerable to attacks from both submarines and 
aircraft. When you're lucky enough to have cruisers on your side, you must make every effort to protect them with gunboat 
and/or destroyer escorts. Then, sit back and watch them pound a Soviet base into rubble. 
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APACHE LONGBOW 


Cost: 1200 STRENGTH: 125 


ARMOR: HEAVY WEAPON: HELLFIRE MISSILES 


RANGE: 4 DAMAGE: 40/2 BURSTS 


SPEED: 16 


The Apache attack helicopter is a lethal offensive weapon. Its Hellfire missiles are capable of taking out Soviet armor in short 
order. Though it is primarily an offensive weapons platform, the Apache can also be used as a defensive weapon. When the 
Soviets attack an Allied base equipped with Apaches, send the choppers out to rip enemy armor before they get within range 


of the base. The Apache is virtually useless against soft targets like infantry, though, so don’t waste them against ground 
troops. 


GPS SATELLITE 


STRENGTH: — 


WEAPON: SATELLITE IMAGERY 


DAMAGE: — 


The GPS satellite is built and launched automatically from an Allied tech center. Its Global Positioning System will reveal the 


entire map, allowing the Allies to monitor all enemy movements. Unlike a radar dome, the GPS satellite costs nothing and uses 
no power. 


SONAR PULSE 


STRENGTH: — 


WEAPON: SONAR IMAGE 


DAMAGE: — 


If you can get a spy into a Soviet submarine pen, you will gain the ability to send out a sonar pulse, which will momentarily 


reveal all enemy submarines on the map. This information can be critical when planning a naval offensive, allowing you to 
avoid lethal subs and land an invasion force intact. 
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Welcome to the War, comrade. I am hearing good things about your leadership capabilities. However, like any pro- 
fession, you are only as good as the tools you use. Let me assure you that Stalin's army has the best tools available. 


The following sections will brief you on all the structures and units available to you in the fight against the Allies. 
Read each description carefully, and learn to use each tool to its best advantage. 


pe 
TIP: FOR MORE INFORMATION ON EACH STRUCTURE AND UNIT, SEE APPENDIX A, 
“DETAILED STRUCTURE AND UNIT DATA.” 


SovieT STRUCTURES 


The Soviet war machine is a highly mobile beast, comrade. We have provided you with the latest mobile base build- 


ing technology. Starting with just one Mobile Construction Vehicle, you can build a formidable fortress on the front 
lines. 


This section will detail all the various structures that you can build. All structures require a Construction Yard in 
order to be built. Note that sometimes, you will be assigned to a post with an existing Construction Yard. Other 
times, you will be tasked with finding a suitable location yourself and deploying the Mobile Construction Yard 
appropriately. 


Each structure description includes the following data: 


Cost: THE CosT (IN CREDITS) TO BUILD THIS STRUCTURE 
STRENGTH: THE NUMBER OF HITS THE STRUCTURE CAN TAKE BEFORE IT IS DESTROYED. 


ARMOR: THE TYPE OF ARMOR THAT PROTECTS THE STRUCTURE FROM ATTACK. 


POweER USAGE: THE AMOUNT OF POWER THE STRUCTURE CONSUMES. NOTE THAT SOME STRUCTURES PROVIDE POWER. 


THESE STRUCTURES HAVE THEIR POWER USAGE GIVEN WITH A PLUS SIGN (“+”). 
WEAPON: THE WEAPON (IF ANY) THIS STRUCTURE INCLUDES. 
RANGE: THE RANGE OF THE STRUCTURE’S WEAPON. 


DAMAGE: THE NUMBER OF HITS THE STRUCTURE’S WEAPON INFLICTS ON A TARGET. 


NOTE: STRENGTH AND DAMAGE ARE DIRECTLY RELATED. THAT IS, THE AMOUNT 
OF DAMAGE A WEAPON DOES SUBTRACTS THAT AMOUNT FROM THE TARGET’S 
STRENGTH. WHEN STRENGTH REAGHES QO, THE TARGET IS DESTROYED. 


NOTE: RANGE IS GIVEN IN TERMS OF BATTLEFIELD UNITS. EAGH “UNIT”? 1S 
ROUGHLY THE WIDTH OF AN ORE SILO. 
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CONSTRUCTION YARD. 


Cost: 5000 (FoR MCV) STRENGTH: 800 


ARMOR: HEAVY PRODUCES: OTHER STRUCTURES 


POWER USAGE: O 


The Construction Yard is the heart of any Soviet Base. This structure is necessary to build any other structure. Lose 
your Construction Yard, and you must cease building. 


You can only replace this vital component by building a Mobile Construction Yard in your War Factory—this is both 
expensive and slow. However, having more than one Construction Yard will significantly cut down the time 
required to build other structures. 


- NOTE: DURING SOME MISSIONS THE SOVIET HIGH COMMAND MAY SEE FIT TO 
NOTE PROVIDE YOU WITH ANOTHER MCV. WHEN YOU ARE AWARDED THIS PRIVILEGE, 
COMRADE, USE IT TO YOUR BEST ADVANTAGE. 


Take care when deploying a MCV. Maximize your position by staying relatively close to vital ore fields, yet away 
from any intense fighting. Use any natural cover available, because it could be a while until your base defenses are 
formidable. If your Construction Yard comes under fire, repair it quickly, lest you lose it. 


| On NOTE: BUILDING AN MCV IS ONLY POSSIBLE IN MULTIPLAYER GAMES. 


PoWER PLANT 


Cost: 300 STRENGTH: 400 


ARMOR: LIGHT PRODUCES: POWER 


POWER USAGE: +100 


Each structure you build requires power in order to function. Without enough power, your base defenses will not 
function, your radar will fail, and your Construction Yard and other production structures (War Factory, Air Field, 
etc) will build very slowly. 


The basic Power Plant provides enough power for the most basic structures, but you will generally need to build 
several for your base to succeed. Keep your eyes on the power meter in the Sidebar, comrade. 


Build your Power Plants under the protective umbrella of your base. Don’t let the Allies cripple you by destroying a 
single Power Plant—always try to stay one Power Plant ahead of what your current needs are. If a Power Plant 
becomes damaged, repair it quickly so it operates at peak efficiency. 


NOTE: POWER PLANTS PROVIDE LESS ENERGY WHEN DAMAGED. 
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ADVANCED 
PoWER PLANT 


Cost: 500 STRENGTH: 700 


ARMOR: LIGHT PRODUCES: POWER 


POWER USAGE: +200 


The Advanced Power Plant provides twice the power of the standard Power Plant. Useful to power the larger, more 
complex structures, this Power Plant will not be available until you need its power. The ironic thing, comrade, is 
that you will find yourself building just as many of these larger plants as you did the smaller ones. Such is the price 
of progress! 


Aside from providing more power and being twice as large as the standard plant, this Power Plant operates in the 
same manner as the smaller variety. Positioning the Advanced Power Plant is difficult due to its large size. Be sure 
to leave plenty of expansion room for these plants inside the protection of your base. 


NOTE: LIKE THE STANDARD POWER PLANT, ADVANCED POWER PLANTS PROVIDE 
LESS POWER WHEN DAMAGED. 


ORE REFINERY 


Cost: 2000 STRENGTH: 900 


ARMOR: LIGHT PRODUCES: CREDITS FROM ORE 


POWER USAGE: 30 


Your base requires material to expand, Commander. This material is gathered from raw ore found in the earth, and 
processed into building material suitable for structures and armor. 


As ore is gathered by your Ore Trucks, it is brought to the Refinery for processing and storage. Each Refinery can 
process ore as fast as the trucks can provide it, but storage space at the refinery is limited. Each Refinery can only 
hold 2000 credits worth of smelted ore. Additional storage facilities must be built for any additional processed ore. 


TIP: PROCESSED ORE IS DIFFERENT FROM GREDITS IN REGARDS TO STORAGE. 
PROCESSED ORE IS STORED AS ITS WORTH IN GREDITS. HOWEVER, THIS ACTU- 
AL MATERIAL NEEDS STORAGE SPACE. CREDITS, WHIGH YOU FIND IN CRATES OR 
GET WHEN YOU SELL A STRUCTURE, DO NOT REQUIRE STORAGE. SINCE YOUR ORE 
IS ESSENTIALLY CHANGED INTO CREDITS WHEN YOU BUILD A UNIT OR STRUC- 
TURE, YOU CAN SIGNIFICANTLY CUT DOWN ON THE STORAGE REQUIRED BY YOUR 
ORE BY ROUTINELY BUILDING EXPENSIVE STRUCTURES AND CANCELING THEM 
UPON THEIR COMPLETION. THIS WILL EFFECTIVELY CHANGE YOUR ORE (WHICH 
REQUIRES STORAGE SPACE) INTO CREDITS (WHICH DO NOT). 


3] 


Soviet Structures and Units 


It should be noted that the Allies have employed thieves who will attempt to deprive you of your income. If one of 
these Allied units is able to slip inside your Refinery, he will escape with half of your current income. It is recom- 
mended that you protect your Refineries with a handful of Attack Dogs to stop the Thief. 


Each Refinery comes with one Ore Truck for ore gathering and transportation. You can speed the process, and has- 
ten your income, by building additional trucks. 


NOTE: WHEN YOU SELL A REFINERY, YOU ONLY RECEIVE 300 CREDITS. THIS 1S 
DUE TO THE FACT THAT 1400 CREDITS OF A REFINERY’S COST IS IN THE ORE 
TRUCK. 


ORE SILO 


Cost: 150 STRENGTH: 300 


ARMOR: LIGHT PRODUCES: HOLDING FACILITY FOR ORE 


POWER USAGE: 10 


Your Refineries can only store 2000 credits worth of ore, Commander. Once your trucks deliver more than that 
amount, you will need to provide additional storage space. That’s where the Ore Silo comes in. 


Each of these compact structures can hold 1500 credits worth of ore. However, they are not heavily armored and 
are easily destroyed by enemy fire. Note that if a Silo is destroyed, you lose not only the structure, but its contents 
as well. Needless to say, comrade, losing Ore Silos can be quite costly—guard them well. 


Note that Ore Silos are susceptible to Allied Thieves as well—scatter a few Attack Dogs around groups of silos. 


STRUCTURES NEXT TO ONE ANOTHER. THIS MEANS THAT YOU CANNOT EXTEND 
YOUR BASE BY USING BARBED WIRE OR CONCRETE BARRIERS (AS YOU COULD IN 
THE ORIGINAL COMMAND & CONQUER). HOWEVER, THE ORE SILO OFFERS A 
CHEAP WAY TO QUICKLY EXTEND YOUR BASE. USE SEVERAL SILOS TO REACH 
YOUR FINAL DESTINATION, BUILD THE STRUCTURE OF YOUR CHOICE, AND THEN 
SELL THE SILOS. THIS CAN BE USED QUITE EFFECTIVELY TO MOVE TESLA COILS 
CLOSER TO THE ENEMY, OR PLACE SAM SITES OUTSIDE YOUR BASE PERIMETER. 


@ TIP: IN ORDER TO EXTEND YOUR BASE, YOU NEED TO BUILD POWER-CARRYING 
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BARRACKS 


Cost: 300 STRENGTH: 800 


ARMOR: LIGHT PRODUCES: SOVIET INFANTRY AND ENGINEERS 


POWER USAGE: 20 


Men are the backbone of any army, and Stalin's army is no exception. Although we Soviets pride ourselves in our 
armor’s might, we cannot discount the contributions of any single soldier to our cause. 


Building Barracks enables you to quickly train troops for deployment on the front. Initially, you will only be able to 
train Riflemen and Grenadiers. Later, you can train the valuable Engineer and the effective Flame Thrower as well. 


Note that this structure is not very sturdy but should not be placed near the rear of your base. Place your Barracks 
where you can best deploy soldiers leaving its embrace. 


TIP: BUILDING ADDITIONAL BARRACKS WILL DECREASE THE TRAINING TIME NEC- 

oa ESSARY FOR EACH SOLDIER. NOTE THAT TRAINED SOLDIERS CAN EMERGE FROM 
ANY BARRACK YOU CHOOSE BY CLICKING ON THE DESIRED BARRACKS TWICE 
(UNTIL YOU HEAR “PRIMARY STRUCTURE SELECTED”). 


KENNEL 


Cost: 200 STRENGTH: 400 


ARMOR: LIGHT PRODUCES: ATTACK DoGs 


POWER USAGE: 10 


The Kennel enables you to train and deploy the feared Soviet Attack Dogs. This small structure should be placed 
near where you will be deploying your dogs, preferably near the center of your base. 


Note that like Barracks, multiple Kennels will decrease the time it takes to train your canines, comrade. Select 
the Kennel you want the trained dogs to emerge from by clicking on it twice (until you hear “Primary structure 
selected”). 
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LUAR FACTORY 


Cost: 2000 STRENGTH: 1000 


ARMOR: LIGHT PRODUCES: SOVIET GROUND UNITS 


PowER USAGE: 30 


This structure allows you to assemble your Soviet armor—building everything from additional Ore Trucks to the 
might of the Mammoth Tank. Note that you can only build units that you will need for each battle. As you progress 
in rank, additional units will become available. Use them all well. 


NOTE: SOME UNITS REQUIRE THAT ADDITIONAL STRUCTURES EXIST AS WELL AS 
THE WAR FACTORY. FOR EXAMPLE, YOU NEED A SERVICE DEPOT AND A WAR 
FACTORY TO BUILD A MAMMOTH TANK. 


Like the other unit-producing structures, building additional War Factories will decrease the time required to build 
units. Place each War Factory close enough to the action so you can quickly deploy the units it builds, but keep it 
under the protection of your base defenses, comrade. These structures are too expensive and valuable during a 
heated engagement to lose due to careless placement. 


NOTE: SELECT THE WAR FACTORY YOU WANT UNITS TO EMERGE FROM BY CLICK- 
ING ON IT TWICE (UNTIL YOU HEAR “PRIMARY STRUCTURE SELECTED’’). 


FACTORY. BE SURE TO LEAVE PLENTY OF ROOM IN FRONT AND AROUND YOUR 
FACTORIES. THIS ALLOWS UNITS TO “STACK UP” IN FRONT OF THE FACTORY UNTIL 
YOU CAN DEPLOY THEM ELSEWHERE. 


© Tip: WHEN A UNIT IS COMPLETED, IT ROLLS OUT OF THE FRONT OF THE WAR 


SuB PEN 


Cost: 650 STRENGTH: 1000 


ARMOR: LIGHT PRODUCES: SUBMARINES, TRANSPORTS 


POWER USAGE: 30 


The Sub Pen is the War Factory for your wolf pack of submarines, comrade. This structure allows you to build 
Submarines and Transports. As such, it needs to be built upon water—on a body of water large enough to support 
the units it produces. 


Note that building additional Sub Pens will decrease the time required to build both Submarines and Transports. Select 
the Sub Pen you want units to emerge from by clicking on it twice (until you hear "Primary structure selected’). 
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Placement of this structure is perhaps more difficult than any other structure. Because of the necessity of being on 
the water, this structure is not as easy to protect with Tesla Coils and SAM sites. When possible, select a bay for its 
location, and place appropriate defenses on the shores around it. You will probably also want to leave a few 
Submarines close at hand to help defend against naval attacks. 


NOTE: IN ADDITION TO BUILDING WATER-BASED UNITS, THE SUB PEN ALSO ACTS 
AS A SERVICE DEPOT FOR THE SAME UNITS. TO REPAIR A WATER-BASED UNIT, 
SIMPLY MOVE IT BACK TO THE SUB PEN (THE MOVEMENT CURSOR WILL CHANGE 
TO A SERIES OF DOWNWARD POINTING ARROWS). ONCE DOCKED IN THE BAY, THE 
UNIT WILL BEGIN BEING REPAIRED. YOU WILL BE NOTIFIED WHEN THE UNIT REACH- 
ES FULL STRENGTH. THE REPAIR DOES REQUIRE CREDITS EQUAL TO THE AMOUNT 
OF DAMAGE THE UNIT HAS SUSTAINED. (THIS FUNCTIONALITY IS ESSENTIALLY THE 
SAME AS A SERVICE DEPOT.) 


AiR FIELD 


Cost: 600 STRENGTH: 1000 


ARMOR: HEAVY Propuces: YAK, MIG, 
ALLOws: SPY PLANE, PARATROOPS, PARABOMBS 


PowER USAGE: 30 


This simple structure allows you access to Soviet air power, which is second only to our armor, comrade. 


This short runway allows you to build and land both the Yak attack aircraft and the MIG fighter/bomber. However, 
building more Air Fields does not decrease the building time of such units — you need to have one runway for each 
aircraft you build. In fact, without an available Air Field, you cannot build any aircraft. Additionally, if an Air Field 


is destroyed while its aircraft is in flight, the aircraft will be unable to land and will crash upon returning to your 
base. 


In addition to the Yak and MIG, building an Air Field creates access to the Soviet Spy Plane and the Badger Bomber. 
Note that these units are called forth from nearby airfields and are not required to land at your base. 


NOTE: INITIALLY, YOU CAN ONLY BUILD YAK AIRCRAFT. LATER, YOU WILL GAIN 
ACCESS TO THE SPY PLANE AND PARATROOPS FROM THE BADGER BOMBER. AS 
YOUR RANK PROGRESSES, YOU CAN BUILD MIGS AND USE THE BADGER TO DROP 
PARABOMBS. 


TIP: YOU CAN START BUILDING A YAK OR MIG WHILE AN AIR FIELD IS BUILDING. 
IF THE AIRCRAFT FINISHES FIRST, IT WILL BE HELD IN THE SIDEBAR. PLACE THE 
FINISHED AIR FIELD AND THEN CLICK ON THE AIRCRAFT’S ICON TO PLACE IT ON 
THE NEW AIR FIELD. USING THIS METHOD CAN SIGNIFICANTLY SPEED PRODUC- 
TION OF ADDITIONAL AIRCRAFT. 


Each Air Field is also used to refuel and rearm aircraft that land upon it. Note that the Yak's chaingun requires sig- 
nificantly more time to rearm than the MIG's missile system. 


Soviet Structures and Units ww 35 


NOTE: YOU CAN CHOOSE WHICH AIR FIELD WILL RECEIVE A NEWLY BUILT AIR- 
CRAFT BY CLICKING ON THE FIELD TWICE (UNTIL YOU HEAR “PRIMARY STRUCTURE 
SELECTED’). 


Grounded aircraft are especially vulnerable to enemy fire. It is suggested that you build your runways well inside 
the protective embrace of your base. 


SELECT ALL YOUR AIRCRAFT AND PLACE THEM ON A GROUP KEY TO ENSURE THAT 
THEY TRAVEL CLOSELY TOGETHER AND ARRIVE AT THEIR TARGET AT ROUGHLY THE 
SAME TIME. 


(w) Tip: GRouP Your AIR FIELDS TOGETHER INSIDE YOUR BASE. YOU GAN THEN 


HELIPAD 


Cost: 1500 STRENGTH: 800 


ARMOR: LIGHT PRODUCES: HIND HELICOPTERS 


POWER USAGE: 10 


Building a Helipad allows you to build Hind helicopters. As the Air Field is to the Yak and MIG, so is the Helipad to 
the Hind helicopter—the Helipad also refuels and rearms. However, due to their land-almost-anywhere capability, 
Hind helicopters can share one Helipad. 


Each Helipad you build automatically comes with one Hind helicopter. 


Once you build one Helipad, you can continue to build Hinds. However, you must manually move each Hind to the 
pad for rearming. Generally, comrade, it is worth the extra 300 credits to get the pad, too! If you are unfortunate 
enough to lose one or more Helipads, or need to sell them for quick cash, you can get by with only one if neces- 
sary. 


NOTE: DESIGNATE THE PRIMARY HELIPAD IN THE SAME WAY AS OTHER STRUG- 
TURES—BY CLICKING ON IT TWICE (UNTIL YOU HEAR “PRIMARY STRUCTURE 
SELECTED”). 


As with other aircraft, grounded Hind helicopters are very vulnerable. Build your Helipads well inside your defenses. 


TIP: AS WITH AIR FIELDS, THERE IS AN ADVANTAGE TO PLACING YOUR HELIPADS 
TOGETHER. WHEN ATTACKING A TARGET WITH MULTIPLE HELICOPTERS, THEY WILL 
TRAVEL AND ARRIVE AT THE TARGET TOGETHER. 
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SERVICE DEPOT 


Cost: 1200 STRENGTH: 1200 


ARMOR: LIGHT PRODUCES: REPAIR OF DAMAGED UNITS 


Power USAGE: 30 


Casualties are a fact of war, comrade. However, we do try to prevent them whenever possible. The Service Depot is 
one way to aid in that cause. 


The Service Depot is a compact machine shop staffed with crack mechanics. It can quickly repair any ground or air- 
based unit. Simply move the unit to its surface (the movement cursor will change to a series of downward pointing 
arrows), and the unit will be repaired as quickly as possible. You will be notified when the unit has been repaired. 


NOT NOTE: THE SERVICE DEPOT ONLY ACCEPTS ONE UNIT AT A TIME. 


Note that this functionality is not free, Commander—precious material and time must be applied. Credits will be 
spent in relationship to how badly the unit was damaged. However, usually this cost will be significantly less (and 
won't take as long) as a new unit. 


In addition to repairing units, the Service Depot is used to rearm the Mine Layer with AP Mines. Moving a Mine 
Layer to a Service Depot will first repair any damage to the Mine Layer and then reload its supply of mines. 


NOTE: PLACEMENT OF A SERVICE DEPOT CAN BE TRICKY. SINCE YOU WILL BE 
PLACING DAMAGED UNITS ON IT, YOU NEED TO KEEP IT FAIRLY SAFE. HOWEVER, 
TO BE EFFECTIVE IT NEEDS TO BE ACCESSIBLE TO UNITS THAT SEE ACTION 
(THAT’S WHERE THEY GET HURT, AFTER ALL). BE SURE TO LEAVE A CLEAR PATH 
TO AND AROUND THE DEPOT. 


Please note that insufficient power will cause your Service Depot to cease operation, comrade, as will a shortage of 
credits! 


RADAR DOME 


Cost: 1000 STRENGTH: 1000 


ARMOR: LIGHT PRODUCES: RADAR MAP 


POWER USAGE: 40 


Your control of the battlefield is essential to your success, comrade. This control is hampered by the relatively small 
view offered by the battlefield Window. While Allied troops are busy massing on your south front, you might be busy 
looking over your Construction Yard. That's where the beauty of radar comes into play. 
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Once you build a Radar Dome, your radar screen can be used. This screen shows what's happening all over the bat- 
tlefield, in the areas you have revealed. All visible units and structures will be shown—units as small, color-coded 
dots, and structures as small blocks. 


NOTE: YOUR RADAR WILL ONLY FUNCTION AS LONG AS YOUR BASE HAS SUFFI- 
CIENT POWER. JUST ONE MORE REASON TO WATCH THAT POWER METER, 
COMMANDER! 


You can use the radar screen to direct units to their destination by selecting the appropriate units and then clicking 
the destination on the radar screen. You can also click on the radar screen to quickly change the main view to a 
specific location. When the cursor is a small rectangle on the radar screen, click and the area surrounded by the 
cursor will appear in the main screen. 


DETAIL, BUT LESS AREA, WHILE THE OTHER SHOWS MORE AREA, BUT LESS 
DETAIL. TO SWAP BETWEEN THE MODES, RIGHT-CLICK ON THE RADAR SGREEN. 
LEARN TO USE BOTH MODES, COMRADE. IT COULD SAVE YOUR LIFE. 


© TIP: THE RADAR SCREEN HAS TWO MAGNIFICATIONS. ONE SHOWS MORE TERRAIN 


Because of its tactical importance, the Radar Dome should be placed a good distance away from any action, and 
surrounded with ample defenses. 


NOTE: ALLIED SPIES CAN INFILTRATE YOUR RADAR DOME AND SEE EVERYTHING 
YOU CAN SEE ON RADAR. KEEP SEVERAL ATTACK DOGS ON GUARD AROUND YOUR 
DOME TO PREVENT THIS. 


TECHNOLOGY 
CENTER 


Cost: 1500 STRENGTH: 600 


ARMOR: LIGHT ALLOWS: CONSTRUCTION OF THE IRON 
CurTAIN, MIssILE SILO, FLAME 
THROWER INFANTRY, AND 
MAMMOTH TANK 


Power USAGE: 100 


The Soviet military might is largely based on cold, hard steel, Commander. Our armored units are second to none 
on the battlefield. However, a certain amount of our power does come from technology. 


Building a Technology Center in the field gives your scientific and engineering teams a safe, productive place to 
work. It is within the safety of the Tech Center that their best work is done. Only by providing such an environment 
can you build the more technical of the Soviet units, comrade. 


Immediately upon completing and placing a Tech Center, you can begin production of Mammoth Tanks, Missile Silos, and 
Flame Thrower infantry. Of course, there are other prerequisites that must also be met for each of these units and structures. 


38 


Soviet Structures and Units 


The Technology Center should be placed within the safety of your base's defenses, for if you lose it, you lose the 
ability to produce the previously mentioned units. 


BETTER RESERVED FOR YOUR DEFENSES UNTIL YOU NEED THE OFFENSIVE 


@ TIP: DON’T BUILD A TECH GENTER UNTIL YOU NEED ONE. IT CONSUMES POWER 
UNITS/STRUCTURES IT PROVIDES. 


WHENEVER POSSIBLE, CAPTURE AN ALLIED TECH GENTER TO GAIN A GPS OF 


@ TIP: THE ALLIED TECH GENTER IS THE SOURCE OF THEIR GPS SATELLITE LINK. 
YOUR OWN. 


FLAME TOWER 


Cost: 600 STRENGTH: 400 


ARMOR: HEAVY Power USAGE: 20 


WEAPON: FIREBALL DAMAGE: 125 + COLLATERAL 


RANGE: 4 


The Flame Tower is your basic defense against infantry and light armor threats, Commander. Using simple 
pyrotechnics, the Flame Tower belches forth an impressive ball of flame, engulfing everything in its path. 


This structure consumes power, but does not shut down if your base runs low on power. Although effective against 
infantry—even more so against groups of infantry—the Flame Tower does come with several disadvantages that you 
need to be aware of. If you lose power, the Flame Towers shut off. 


First and foremost, you need to consider the tower's range. Several Allied units can remain just out of the tower's 
reach while using their weapons to pummel it to the ground. Use surrounding terrain to your advantage, forcing 


enemy units to face the tower only at close range. Use dogs and armor to back up a tower, or place it near a Tesla 
Coil. 


Second, the logic systems responsible for targeting and firing the tower's flame tongue are not discriminating— 
they will incinerate your units if they are too close to the enemy. When fighting the Allies around your towers, 


don't get too close to them! Keep an eye on any dog patrols too, comrade. Their thick fur is especially conducive 
to combustion. 


4 Tip: USE BARBED WIRE AND CONCRETE BARRICADES TO PROTECT YOUR FLAME 
TOWERS WHILE FORCING THE ENEMY TO STRAY WITHIN FIRING DISTANCE. 
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TESLA COIL 


Cost: 1500 STRENGTH: 400 


ARMOR: LIGHT POWER USAGE: 150 


WEAPON: TESLA ZAP DAMAGE: 100 


RANGE: 7.5 


The Tesla Coil is the best defense you can build against ground troops. This tower transfers base power into bolts 
of lightning hurled at enemy targets. Although ineffective against aircraft, the Tesla Coil can reduce most units and 
structures to scrap with only a shot or two. 


Although expensive to build, the real cost of a Tesla Coil is in its high energy usage. At times, you will find yourself 
seemingly building an Advanced Power Plant for every new coil you place. Never fear, comrade, this cost is well 
justified when a single coil brings an Allied tank column to its knees! 


NOTE: EACH TESLA COIL MUST CHARGE UP WITH ENERGY BEFORE IT CAN FIRE. 
THIS TAKES A BIT OF TIME, AND ALL UNITS CAN HEAR ITS DISTINCTIVE “WHINE.” 
HOWEVER, EACH CHARGE CREATES THREE BURSTS OF ENERGY FROM THE COIL 
BEFORE !IT MUST AGAIN CHARGE. 


Although the Tesla Coil is quite powerful, its armor is relatively weak. When placing a coil, endeavor to give it some 
cover, Commander. Use natural cover, or build a few walls just inside of its range. Attacking units will have to navi- 
gate around the barrier to get at the coil. Meanwhile, it can fry them individually. In especially hostile environ- 
ments, build the coils in pairs. 


THEIR FIRING RANGES. NOTHING IS AS FRUSTRATING AS WATCHING ALLIED UNITS 


© TIP: WHEN BUILDING SEVERAL COILS AS BASE DEFENSE, BE SURE TO OVERLAP 
SNEAK BETWEEN TWO FULLY FUNCTIONING TESLA COILS. 


If you can get the coils close enough to structures, you can use their powerful blast to disintegrate them as well. 
(Use the Ctrl key while clicking on the structure to force the coil to fire at it.) 


Tip: UNLESS YOU HAVE PERSISTENT PROBLEMS WITH ENEMY UNITS WORKING 
THEIR WAY INTO THE CENTER OF YOUR BASE, SELL TESLA COILS AS YOU EXPAND, 
KEEPING THE BULK OF YOUR COILS ON THE OUTSIDE EDGES OF YOUR BASE. 
ALTHOUGH YOU WILL ONLY RECOUP HALF OF YOUR COST IN GREDITS, THE SAV- 
INGS IN POWER !IS WELL WORTH IT. 
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SAM SITE 


Cost: 750 STRENGTH: 400 


ARMOR: HEAVY POWER USAGE: 20 


WEAPON: NIKE ANTI-AIRCRAFT MISSILE 


RANGE: 7.5 DAMAGE: 50 


Modern combat involves strong air power too, comrade. Although our air power is superior to the Allies’, their 
Apache gunships present quite a threat to our armor and structures alike. 


The Soviet SAM (Surface-to-Air Missile) battery provides basic protection against air attacks. Each battery utilizes a 
quickly recycling Nike missile system to neutralize airborne threats. However, it should be noted that the SAMs 
should never be forced to operate singularly; always build them in close proximity to other SAM Sites or in close 
knit pairs. 


NOTE: A WELL-FLOWN AIRCRAFT CAN QUICKLY DESTROY A SAM SITE AND MOVE 
ON TO ATTACK WHATEVER THE SITE IS PROTECTING. FORCE ATTACKING UNITS TO 
ENDURE THE FIRE FROM SEVERAL SITES AT ONCE WHENEVER POSSIBLE. 


The SAM Site is a “build-and-forget” defense, requiring no targeting assistance from you, Commander. However, 
should your base fall upon a Power Shortage, all your SAMs will cease functioning. 


Build SAMs around critical structures like Construction Yards and Tesla Coils where air units are likely to attack. 


SCAVENGING AIRCRAFT. USE SILOS TO BUILD OUT TO THE FIELDS IF NECES- 


@ Tip: Buit_D SAMS AROUND ORE FIELDS TO PROTECT YOUR ORE TRUCKS FROM 
SARY—THEN SELL THE SILOS AFTER THE SAM SITE(S) ARE IN PLACE. 


IRON CURTAIN 


Cost: 2800 STRENGTH: 400 


ARMOR: LIGHT PRODUCES: TEMPORARY INVINCIBILITY 
FOR UNITS AND STRUCTURES 


POwER USAGE: 200 


Our most impressive weapon is strictly defensive, comrade. However, this weapon enables a single unit to become 
invincible for a short period of time—this contributes to our offensive capabilities in ways you cannot imagine! 


When you build and place an Iron Curtain it will begin to charge, as indicated by an icon in the Sidebar. When the 
Curtain reaches full charge, it can be used on any non-infantry and non-aircraft unit or structure (friend or foe) on 


the battlefield. 
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NOTE: YOU WILL RECEIVE A NOTICE WHEN THE CURTAIN IS FULLY CHARGED. 


Once the Iron Curtain is discharged, it must recharge before being used again. 


To use the Curtain, click on its icon in the Sidebar and then click on the structure or unit you want to make invinci- 
ble. The unit will change to a unique shade of brown and remain invincible to all attacks for about 10 seconds. 
Once the effects of the Curtain wear off, the unit will revert to its normal, vulnerable self. 


THROUGH ENEMY UNITS, THE BEST USE OF THE GURTAIN IS DEFENSIVE—PRO- 
TECT A VITAL STRUCTURE DURING AN ENEMY ASSAULT ON YOUR BASE. (THERE IS 
SOMETHING TO BE SAID FOR MAKING AN APC INVULNERABLE UNTIL IT REACHES 
ITS DESTINATION WITH ITS CARGO OF ENGINEERS OR TONYAS THOUGH) 


@ TIP: ALTHOUGH YOU CAN USE THE IRON CURTAIN TO AID A UNIT IN BLASTING 


As with other critical structures, build the Iron Curtain well inside the defenses of your base. Also, keep in mind 
that if your base runs low on power, the Curtain will stop charging until power is restored. 


MISSILE SILO 


Cost: 2500 STRENGTH: 400 


ARMOR: HEAVY POWER USAGE: 100 
WEAPON: NUCLEAR MISSILE DAMAGE: ??? 


RANGE: SPECIAL 


The power of the atom, comrade. Quite impressive, no? It is responsible for giving everything substance. It can also 
be used to violently take the substance away! 


Stalin’s military engineers have designed a new weapon, designed to be delivered by a large missile. This warhead 
harnesses the power of the atom to cause widespread damage to all non-protected targets in its blast radius. 
Highly effective against large, concentrated groups of infantry and light armor, this weapon is not as effective 
against armored structures and more powerful armored units. 


Building a Missile Silo will start the construction and launch sequence of a nuclear missile, as shown by the icon in 
the sidebar. When the missile is ready, you can launch it toward any target on the battlefield—even if that target is 
under cover of the shroud. 


To launch the missile, click on the icon in the Sidebar and then on the target you want it launched toward. Note 
that all commanders will receive notice of the launch and incoming warhead. 


NOTE: PLAYERS OF THE ORIGINAL GOMMAND & CONQUER MAY BE DISAPPOINT- 
ED AT THE POWER OF RED ALERT’S NUCLEAR WEAPON. 


Use this long range weapon as a scalpel, comrade. Remove specific threats (like a cluster of Apache gunships) from 
a safe distance. 
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Missile Silos can be built anywhere, but they should be placed within the protection of your defenses. Note that 
like everything else, Commander, if you run low on power, production of the nuclear missile will halt until power is 
restored. 


NOTE: IN A SINGLE-PLAYER GAME, THE MISSILE SILO IS USED TO LAUNCH ONE 
WARHEAD ONLY. IN MULTIPLAYER GAMES, YOU CAN BUILD ADDITIONAL MISSILES 
AFTER LAUNCHING THE FIRST. 


BARBED LUIRE 


Cost: 25 STRENGTH: I 


ARMor: NONE PRODUCES: PHYSICAL BARRIER 


POWER USAGE: 0 


Denying the enemy access to your base structures is essential, comrade. To help you with this, we have supplied 
you with ample barbed wire to string across the battlefield. This wire is effective in stopping infantry and Allied 
Rangers, but note that anything heavier will roll right over top of it. 


Use barbed wire to prohibit the movement of infantry (especially Spies, Engineers, Tonyas, and Thieves) inside your 
base. Ringing your vital structures with wire and scattering Attack Dogs around them can be a useful deterrent to 
most light units. Don’t get too carried away with this though, comrade. Your money is better spent on armor any 
day. 


NOTE: UNLIKE COMMAND & CONQUER, BARRIERS IN RED ALERT DO NOT CON- 
DUCT BASE POWER. THIS MEANS YOU CANNOT USE A LINE OF BARBED WIRE TO 
CHEAPLY EXTEND YOUR BASE. YOU MUST USE AN ACTUAL STRUCTURE (SILOS 
MAKE WORTHWHILE SUBSTITUTES) IF YOU WANT TO EXTEND YOUR BASE WITHOUT 
BUILDING CRITICAL STRUCTURES. 


You should also note that your own units will show a flagrant disregard for your fencing efforts. If a tank or Ore 
Truck sees a shorter path it will tear through your Barbed Wire barriers. 
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CONCRETE BARRIER 


Cost: 100 STRENGTH: I 


ARMOR: NONE PRODUCES: PHYSICAL BARRIER 


POowER USAGE: 0 


Sometimes you must barricade yourself in a safe place, or channel enemy units in a direction of your choosing. 
That's where concrete walls and barricades come in, comrade. 


Use Concrete Barriers to create walls that only rocket-wielding units can fire over. These walls are heavy enough to 
withstand sustained fire from enemy armor, but will quickly fall under a full onslaught. 


The best use of Concrete Barriers is to place a wall just inside the range of Tesla Coils or Flame Towers, forcing 
enemy armor to stop and blast through the wall before they can attack your defenses. Meanwhile, your defenses 
can pummel them mercilessly! 


Additionally, you can create choke points by building narrow corridors into your base—wide enough to permit only 
one unit at a time. (See Military Strategies for more information on choke points.) Place Tesla Coils or Flame 
Towers outside the corridor where they can blast the helpless units trapped inside. 


GET QUITE COSTLY AS WELL. TAKE ADVANTAGE OF NATURAL COVER WHENEVER 
YOU CAN—IT’S MORE COST EFFECTIVE TO BUILD A SHORTER WALL BETWEEN TWO 
PLATEAUS THAN TO SPAN THE ENTIRE DISTANGE WITH CONGRETE ALONE. 


G TIP: BUILDING WALLS OF CONCRETE CAN HELP WITH BASE DEFENSE, BUT CAN 


Note that the mighty Mammoth tank can steam roll right over a Concrete Barrier, but will not do so of its own free 
will. 


NOTE: AS WITH BARBED WIRE, CONGRETE DOES NOT CONDUCT BASE POWER, 
SO YOU CANNOT BUILD LONG CONGRETE WALLS TO CHEAPLY EXTEND YOUR BASE. 


SovieT UNITS 


We have covered the structures you can build, comrade. Now let us cover the actual tools of war: the armor, 
infantry, and air power that you have at your disposal. Each unit differs considerably from all the others. You 
should endeavor to learn what unit(s) are best for each situation, if you intend to survive. 


uy 


Soviet Structures and Units 


Each unit's description includes the following information: 


Cost: THE COST (IN CREDITS) TO BUILD OR TRAIN THIS UNIT. 


STRENGTH: THE NUMBER OF HITS THE UNIT CAN TAKE BEFORE IT IS DESTROYED. 
ARMOR: WHAT TYPE OF ARMOR PROTECTS THE UNIT FROM ATTACK. 


SPEED: HOW FAST THIS UNIT MOVES ACROSS THE BATTLEFIELD. NOTE THAT THIS NUMBER IS RELATIVE TO THE SPEED OF 
OTHER UNITS. 


WEAPON: THE WEAPON (IF ANY) THIS UNIT USES. 
RANGE: THE RANGE OF THE UNIT’S WEAPON. 
DAMAGE: THE NUMBER OF HITS THE UNIT’S WEAPON DOES TO A TARGET. 


NOTE: STRENGTH AND DAMAGE ARE DIRECTLY RELATED. THAT IS, THE AMOUNT 
OF DAMAGE A WEAPON CAUSES SUBTRACTS THAT AMOUNT FROM THE TARGET’S 
STRENGTH. WHEN STRENGTH REACHES O THE TARGET IS DESTROYED. 


NOTE: RANGE IS GIVEN IN TERMS OF BATTLEFIELD UNITS. EAGH “UNIT”? IS 
ROUGHLY THE WIDTH OF AN ORE SILO. 


ATTACK DoG 


Cost: 200 STRENGTH: 5 


ARMOR: NONE SPEED: 4 


WEAPON: BITE DAMAGE: 100 


RANGE: O 


Fiercely trained and very loyal, the Soviet Attack dog is your best defense against enemy infantry. Attack Dogs can 
sniff out Allied Spies and make mincemeat of any infantry unit in just a few seconds. However, the Attack Dog is no 
match for any vehicle or the wary rifleman. 


Attack Dogs are best used in packs of three or four, scattered about in the interior of your base. Placing such dogs 
on guard duty is exponentially more effective, since they will actively seek nearby enemies. (See Chapter 1, "Game 
Basics” for more information on putting units in guard mode.) 


Do not attempt to attack a group of riflemen with your dogs, comrade. The carbines are too accurate and will kill 
the dogs before they get close. Flame Throwers are also dangerous opponents for your canines, although rocket 
infantry might as well have “puppy chow” written on them. 


IF YOU NEED YOUR DOGS TO MOVE QUICKLY THROUGH AN AREA, BRIEFLY TARGET 


re) TIP: ATTACK DOGS MOVE MUCH MORE QUICKLY WHEN CLOSING IN FOR THE KILL. 
SOMETHING ON THE OPPOSITE SIDE OF THE AREA. 


Respect your Flame Towers’ range when deploying your dogs, Commander. 
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RIFLE INFANTRY 


Cost: 100 STRENGTH: 50 


ARMOR: NONE SPEED: 4 


Weapon: AK-47 CARBINE DAMAGE: I5 
RANGE: 3 


The Soviet Riflemen are well trained but lack the firepower to compete with most other units. However, any Soviet 
Commander will swear by the force of five to 10 AK-47s when used against enemy structures. 


Rifle Infantry should only be used as a last resort, a cheap scout, or as paratroops. When employed in groups, 

focus the fire of your Rifle Infantry for maximum results. 

“ CAUTION: ENEMY SPIES LOOK EXACTLY LIKE YOUR RIFLE INFANTRY, COMRADE. 

Ww FE WHEN IN DOUBT ABOUT A UNIT’S TRUE AFFILIATION, TRY RUNNING A FEW ATTACK 
o. DOGS BY THE UNIT. 


Also note that enemy armor will make every attempt to simply run down your infantry. Use the scatter command 
to help your soldiers avoid this terrible fate. (See Chapter 1, "Game Basics” for more information on the scatter 
command.) 


GbRENADIER 


Cost: 160 STRENGTH: 50 


ARMOR: NONE SPEED: 5 


WEAPON: GRENADES DAMAGE: 50 


RANGE: 4 


With a greater range and more firepower, the Grenadier makes for an effective anti-personnel, anti-barrier, and 
anti-structure unit. A small group of Grenadiers can avoid a Turret's fire long enough to reduce it to rubble and can 
blow up enemy riflemen to small pieces before they get into rifle range. 


CAUTION: THE GRENADIER IS LOADED DOWN WITH GRENADES AND HAS A TEN 
DENCY TO EXPLODE VIOLENTLY WHEN DYING. KEEP YOUR GRENADIERS GROUPED 
ONLY LOOSELY TOGETHER AND AWAY FROM OTHER VALUABLE UNITS WHEN UNDER 
FIRE. 
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Note that these soldiers can pitch grenades a good distance, comrade. This distance includes over ridges, struc- 
tures, and other barriers, as well as on flat terrain. 


SHELLS (FROM TANKS AND TURRETS) HAVE A VERY HARD TIME HITTING HIM. IN 
MOST INSTANCES, IT IS BETTER TO SEND A SQUAD OF GRENADIERS AGAINST A 
HARDENED TARGET THAN TO TRY TO MATCH IT WITH ARMOR. (BEWARE OF THE 
PILLBOX, HOWEVER!) 


@ Tip: BECAUSE OF THE GRENADIER’S SIZE AND MOBILITY, ARMOR PIERCING 


FLAME INFANTRY 


Cost: 300 STRENGTH: 40 


ARMOR: NONE SPEED: 3 
WEAPON: FLAME THROWER DAMAGE: 70 


RANGE: 3.5 


The most advanced Soviet foot soldier, these units carry a portable Flame Tongue on their backs. Although they are 
not quite as powerful as the Flame Turret's burst, one Flame Thrower can quickly reduce an enemy squad of 
infantry to cinders. 


iOTE NOTE: YOU MUST BUILD A TECHNOLOGY CENTER TO BUILD FLAME THROWER 
ood INFANTRY. 


However, these soldiers are still somewhat unaccustomed to their new weaponry, and can be prone to hosing down 


friendly units in a blast against enemy units. Take care to deploy these troops only in small groups and away from 
other infantry, Commander. 


TIP: FLAME THROWERS, LIKE GRENADIERS, TEND TO EXPLODE WHEN DYING. 
AVOID CLUSTERING ANY OTHER UNITS AROUND FLAME THROWERS WHEN UNDER 
FIRE. 


The best place to deploy Flame Throwers is at choke points where you are expecting enemy infantry attacks. Attack 
Dogs also have a strong aversion to these units, comrade. Deploy them together with care. 
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ENGINEER 


Cost: 500 STRENGTH: 25 


Armor: NONE SPEED: 4 


WEAPON: SPECIAL 


These units pride themselves on brains, not brawn, Commander. They have intimate knowledge of the workings of 
all of our structures as well as the enemy's. Because of this knowledge, you can use Engineers for defensive as well 
as offensive purposes, despite the fact that the Engineer does not carry any weapons. 


For defensive purposes, Engineers can be used to quickly repair a friendly structure to full strength. To do so, 
select an Engineer and click on the structure you want repaired (the cursor will turn into a gold wrench). The 
Engineer will run into the building and instantly repair it to full health. Note that this process requires constant 
supervision; each Engineer can only repair one building. 


For offensive purposes, an Engineer can be used to damage or capture an enemy structure. To do so, select an 
Engineer and click on an enemy structure (the cursor will turn into a series of downward pointing arrows). The 
Engineer will run into the building and, depending on the damage the building has sustained, he will either damage 
or capture the building. If the building's damage meter is in the red, the building will be captured. If not, it will be 
damaged. Note that in either case, the Engineer is expended. 


NOTE: YOU CAN TELL WHETHER THE ENGINEER WILL DAMAGE OR CAPTURE A 
BUILDING BY THE COLOR OF THE ARROWS WHEN YOU DIRECT THE ENGINEER TO 
ENTER THE STRUCTURE. IF THE ARROWS ARE RED, HE WILL DAMAGE THE STRUG- 
TURE. IF THE ARROWS ARE GREEN, HE WILL CAPTURE IT (UNLESS IT REPAIRS 
ITSELF OUT OF THE RED BEFORE HE REACHES IT). 


KEEPING THE STRUCTURE. USE THE FIRST TO TAKE THE STRUCTURE AND THE 
SECOND TO QUICKLY GET IT BACK TO FULL STRENGTH. (A HANDFUL OF RIFLE 
INFANTRY WORK WELL TO REDUCE THE STRUCTURE’S STRENGTH SO THE FIRST 
ENGINEER CAN TAKE THE STRUCTURE.) 


Tip: SEND TWO ENGINEERS TO TAKE OVER A STRUCTURE IF YOU INTEND ON 


Engineers are a favorite target of the enemy, comrade, due to their expensive nature and usefulness. Keep your 
engineers safe until you intend to use them, and avoid running them across dangerous areas. 


TANYA 


Cost: 1200 STRENGTH: 100 


ARMOR: NONE SPEED: 5 


WEAPON: DUAL COLT .45S DAMAGE: 50/2 BuRSTS 
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Tanya is part of our Soviet Special Forces, comrade. She is a sharpshooter and demolition expert. When deployed 
properly, Tanya can wreak quite a bit of havoc—mowing down infantry and destroying enemy structures. 


TIP: TANYA HAS THE GREATEST RANGE OF ANY INFANTRY UNIT AND IS ABLE TO 
HIT TARGETS THAT CANNOT FIRE BACK. HOWEVER, COMMANDER, TANYA IS VERY 
LOYAL, TO THE POINT THAT SHE WILL NOT ACT ON HER OWN INITIATIVE WITHOUT 
SPECIFIC ORDERS. YOU MUST ORDER HER EVERY SHOT. (TANYA ALSO CANNOT BE 
PLACED ON GUARD MODE.) 


NOTE: IT IS POSSIBLE TO BUILD AND DEPLOY MULTIPLE TANYA UNITS ON THE 
BATTLEFIELD. 


To use Tanya's demolition skill, select her and click on a structure (the cursor will change to a pack of explosives). 
Tanya will quickly run into the building, set the charge, and run out. A few seconds later, the building will explode. 


CAUTION: SOME BUILDINGS WILL LEAVE INFANTRY BEHIND WHEN THEY 
EXPLODE. THESE INFANTRY WILL HAVE A GREAT SHOT AT TANYA! KEEP HER ON 
HER TOES, COMRADE. 


Use Tanya to quickly dispatch groups of invading infantry and to surgically take out enemy structures. Although 
Tanya moves quite quickly, transport her within the protection of an APC whenever possible. 


ORE TRUCK 


Cost: 1400 STRENGTH: 600 


ARMOR: LIGHT SPEED: 6 


WEAPON: NONE 


On the front lines, your base and troops will require feeding, Commander. This "food" 
comes in the form of ore that is mined, transported to a refinery, and processed into material you can use. 


In order to gather this precious mineral, you can build specially designed Ore Trucks. These vehicles can mine and 
transport, alleviating the need for placing mining equipment. The Ore Truck drivers are tireless and automatically 
drive back and forth between the ore fields and available refineries. 


In addition to ore, you may discover valuable gemstones on the battlefield. These stones are worth twice as much 
as the equivalent amount of ore. The Ore Truck can mine gemstones as easily as ore. 


NOTE: EACH LOAD OF ORE IS WORTH 700 GREDITS. EACH FULL LOAD OF GEM- 
STONES 1S WORTH 1400 CREDITS. 
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AUTOMATIGALLY PROCEED TO THE NEAREST ORE FIELD, COLLECT ORE, RETURN 
TO THE NEAREST AVAILABLE REFINERY, AND THEN REPEAT THIS PROCESS. 
HOWEVER, YOU MAY NEED TO INTERVENE, REDIRECTING THE TRUCKS FROM TIME 
TO TIME—ESPECIALLY WHEN THEY BEGIN TO WANDER INTO ENEMY TERRITORY! To 
REDIRECT A TRUCK, SELECT IT AND CLICK ON THE ORE YOU WANT IT TO COLLECT 
OR THE REFINERY YOU WANT IT TO DROP OFF AT. (THE ATTACK CURSOR WILL BE 
DISPLAYED IF YOU CLICK ON ORE. THE ENTER CURSOR WILL BE DISPLAYED IF YOU 
CLICK ON A REFINERY.) 


E TIP: THE PROCESS OF ORE COLLECTION IS AUTOMATIC. EACH ORE TRUCK WILL 


You can check the current load of an Ore Truck by selecting it. The boxes on the bottom right of the unit are filled 
green showing the amount of ore or red showing gemstones. It is possible for the Ore Truck to carry a mix in one 
load. 


Ore Trucks are designed for the battlefield and are heavily armored. They also have an on-board mechanic that can 
repair them back to half strength if necessary. However, sustained fire will destroy the unfortunate, unprotected 
truck. On more intense battlefields, it is worth your time to assign a few Heavy Tanks to escort each Ore Truck, or 
extend your base defenses around a particularly valuable ore site. (See Chapter 1, Red Alert Basics for more infor- 
mation on guarding and escorting units.) 


HEAVY TANK 


Cost: 950 STRENGTH: 400 


ARMOR: HEAVY SPEED: 7 
WEAPON: TWIN IO5MM CANNONS DAMAGE: 30 


RANGE: 4.75 


This is the mainstay of our armor, comrade. Get used to this unit. You will be using it more than any other unit. 
Mounting twin 105mm cannons, the Heavy Tank is a formidable opponent against any other armored unit. 


However, our Heavy Tanks operate best in pairs, or in divisions of five or more. Avoid sending out a lone tank ona 
scouting mission, Commander. Always assign it a partner and have them focus fire on any opposition they meet. 


NOTE: THE HEAVY TANK PAIR MAKES FOR PERHAPS THE BEST SCOUTING TEAM 
AVAILABLE TO THE SOVIETS—SINGE THEY ARE DEVOID OF A FAST, AGILE UNIT 
LIKE THE ALLIED RANGER. 


Heavy Tanks also make decent fixed-gun base defenses. Place a few Heavy Tanks on the outskirts of your base to 
back up your Flame Turrets and Tesla Coils. If you want to assign them to specific defenses, have them guard spe- 
cific turrets or coils. (See Chapter 1, "Game Basics” for more information on guarding structures.) 


THEY ARE TOO HARD TO HIT. INSTEAD, RUN THEM DOWN. TWO TANKS CAN MAKE 
SHORT WORK OF SEVERAL DOZEN INFANTRY BY RUNNING THROUGH THEIR CEN- 
TER ONCE OR TWICE. TO FORCE A TANK TO RUN OVER AN INFANTRYMAN, SELECT 
THE TANK, HOLD DOWN THE ALT KEY, AND GLICK ON THE INFANTRYMAN. 


a) TIP: DON’T WASTE TIME TARGETING INFANTRY UNITS WITH YOUR HEAVY TANKS, 
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AP MINE LAYER 


Cost: 800 STRENGTH: 100 


| 
] 
i 


ARMOR: MEDIUM SPEED: 9 


WEAPON: ANTI-PERSONNEL MINES DAMAGE: 100 (AREA EFFECT) 


RANGE: O 


Sometimes a passive defense works the best, comrade. Such is the case when you employ this unit. 


This unit resembles an armored personnel carrier (APC), but instead carries and places anti-personnel (AP) mines 
on the battlefield. Each Mine Layer can carry up to five mines and can be reloaded (at no cost) at a Service Depot. 


To place a mine, move the Mine Layer to the location where you want the mine and click on the Mine Layer twice. 
On the second click, the cursor will turn into the deployment cursor (four outward pointing arrows), and the Mine 
Layer will bury a mine at that location. To place other mines, simply repeat this process. 


When the Mine Layer runs out of mines, simply move it to any friendly Service Depot and it will be reloaded with 
five more. 


If any enemy unit runs over the top of a buried mine, the mine will explode, causing damage to the unit and other 
units around it. 


NOTE: ON YOUR SCREEN, YOUR BURIED MINES ARE SHOWN AS SMALL XS. ON 
YOUR OPPONENT’S SCREEN, THE MINES ARE INVISIBLE, AS HIS WILL BE ON YOUR 
SCREEN. 


Before laying down mines, make sure you won't want to travel the route you are mining, comrade. However, if you 
decide to move your units through an area you have mined, use your weapons to destroy the mines before getting 
too close to them. 


Tip: MAKE THE BEST USE OF MINES ACROSS NARROW RIVER CROSSINGS OR 
BRIDGES, A BASE ENTRANGE THAT KEEPS GETTING ASSAULTED, OR IN YOUR 
OPPONENT’S ORE FIELDS. TO MAXIMIZE YOUR MINING POTENTIAL, USE MINE 
LAYERS IN PAIRS; HAVE ONE PLACING MINES WHILE THE OTHER RELOADS AND 
VICE-VERSA. 
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Ve ROCKET 
LAUNCHER 


Cost: 700 STRENGTH: 150 


ARMOR: LIGHT SPEED: 7 


Weapon: V2 ROCKET DAMAGE: 600 (AREA EFFECT) 


RANGE: 10 


This unit has the greatest range and packs the biggest punch on the battlefield, comrade. With two shots, it can 
destroy most buildings and devastate groups of infantry. However, it is fairly slow moving, not heavily armored, 
and slow to reload. 


Even with these deficiencies, the V2 Launcher is one of the most effective weapons against hard targets (turrets, 
pillboxes, etc.) and structures. When used with Heavy Tanks for cover, they are virtually unstoppable—staying out- 
side of the range of any opposing units while dealing death with each shot. 


ASSAULTING BASES. THE TANKS CAN ABSORB AND DESTROY ANY RESISTANCE 
WHILE THE LAUNCHERS CONTINUE THEIR DEVASTATION. (THIS WORKS EVEN BET- 
TER WHEN THE LAUNCHERS TAKE TURNS FIRING, SO THERE 1S ALMOST ALWAYS 
ONE V2 ROCKET IN THE AIR.) 


© TIP: PLACE THREE HEAVY TANKS IN FRONT OF A PAIR OF V2 LAUNCHERS WHEN 


You can also use the V2 Launcher to effectively deter infantry beach landings. Place a launcher near the beach you 
want to protect, and it will actively fire on units landing there. However, comrade, keep cover for the launcher 
nearby, just in case the landing is armor instead! 


MAMMOTH TANK 


Cost: 1700 STRENGTH: 600 


Armor: HEAVY SPEED: 6 


WEAPON: TWIN I20MM CANNON DAMAGE: 40 


RANGE: 4.75 DAMAGE: 75 (AREA EFFECT) 
WEAPON: TWIN “TUSK” ROCKET LAUNCHER 


RANGE: 5 
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The pride and joy of our armored might, comrade, is indeed the Mammoth Tank. Armed with twin 120mm cannons, 
the Mammoth chews through Allied armor, while its twin rocket launchers deal with infantry and aircraft. 


The Mammoth also carries an efficient repair crew that can bring an injured Mammoth back to half-strength. 


As with other armor, the true strength of the Mammoth can only be seen when it travels as part of a division. When 
possible, deploy Mammoth tanks in pairs or along with a compliment of Heavy Tanks, and focus fire the entire 
force. 


NOTE: THE MAMMOTH CAN EASILY TAKE ON SEVERAL ALLIED MEDIUM TANKS. 
HOWEVER, A LONE MAMMOTH SHOULD ONLY DO SO AS A LAST RESORT OR AS 
PART OF A DECOY MISSION. THE RESULT WILL BE A BADLY INJURED (AND VUL- 
NERABLE) ASSET. 


The Mammoth's versatility in weaponry is one of its key strengths, being able to handle armored, airborne, and 
infantry threats. It can also double as base defense, sitting in key positions and hammering on enemy intruders. 
However, comrade, that would be a waste of this aggressive fighting machine. 


wa TIP: A GROUP OF FIVE MAMMOTHS IS NEAR IMPOSSIBLE TO STOP WHEN FOCUS 
@ FIRE TACTICS ARE USED. HOWEVER, AVOID CHOKE POINTS WHERE THE ENEMY 

CAN FOCUS FIRE ON YOUR MAMMOTHS INDIVIDUALLY, WHILE YOU CANNOT BRING 
ALL YOUR TANK’S GUNS TO BEAR ON THEM. 


MOBILE 
CONSTRUCTION 
VEHICLE (MCV) 


Cost: 2500 STRENGTH: 600 


ARMOR: LIGHT SPEED: 6 


WEAPON: NONE 


The Mobile Construction Vehicle allows you to deploy a new Construction Yard at the location of your choice. 
Highly mobile, the MCV can travel anywhere our armor can, comrade. 


Generally, you will be issued a MCV at the beginning of a mission and allowed to deploy it to start your base. 


However, Stalin's High Command may see fit to supply you with additional MCVs during a mission if they determine 
it will benefit you. 
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When choosing a location to deploy your MCV, consider the following key points: 
<> Proximity to the nearest and largest ore field 
<> Proximity to any enemy activity, especially enemy bases that can turn out units quickly. 
<> Any natural cover that you can use to minimize your defenses (natural choke points, etc) 


<> Distance to the nearest large body of water (if you intend to use naval units) 


f- CAUTION: ANY DAMAGE YOUR MGV SUSTAINS WILL GARRY OVER TO YOUR 


uel Aas CONSTRUCTION YARD WHEN YOU DEPLOY THE MCV. PROTECT THIS VEHICLE AT 
ii ag ALL COSTS. 


In Multiplayer missions, it may be desirable to build additional MCVs for several reasons, including extending your 
base, decreasing building time, or building an auxiliary base. 


NOTE: YOU CAN ONLY BUILD MCVS IN MULTIPLAYER GAMES. 


TRANSPORT 


Cost: 700 STRENGTH: 350 


ARMOR: HEAVY SPEED: 14 


WEAPON: NONE 


Not every path to victory will be paved, comrade. In fact, some paths will lead across wide bodies of water, over 
which your armor cannot pass by itself. 


Each Transport you build can hold up to five ground based units, whether infantry or armor. In order to load units, 
the Transport must be beached. To beach a transport, simply move it to a coastline that is beach instead of rocks. 


To load a unit into a transport, select the unit and click on the Transport (the cursor will change to a series of 
downward pointing arrows). You can also check how full a Transport is by selecting it. One of five squares within 
the unit's selection box will be filled green for each unit aboard. 


NOTE: THERE IS NO WAY TO TELL WHAT TYPE OF UNITS ARE ABOARD A 
TRANSPORT WITHOUT DEBARKING THE UNITS. 


Once a Transport is loaded you can move it across the surface of the water to another beach, where you want to 
land the units. Beach the Transport and click on it twice to debark the units (the cursor will change to a deploy 
cursor). 


ORDER. THE UNITS WILL LINE UP AND PROCEED TO BOARD THE TRANSPORT ONE 


- TIP: YOU CAN SELECT UP TO FIVE UNITS AT A TIME AND ISSUE ONE “BOARD” 
AT A TIME. 
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Note, comrade, that although the Transport moves across the water quick enough not to need an escort, it does 
take some time to debark the units it carries. In short, Commander, land your transports on relatively safe shores, 
or risk losing units as quick as they land. 


TIP: TO MAXIMIZE THE AMOUNT OF INFANTRY YOU CAN TRANSPORT, CONSIDER 
USING APCS WHEN POSSIBLE. LOAD THE INFANTRY INTO THE APCS AND THEN 
LOAD THE APCS ON THE TRANSPORTS. 


SUBMARINE 


Cost: 950 STRENGTH: 120 


ARMOR: MEDIUM SPEED: 6 
WEAPON: TORPEDO DAMAGE: 90 


RANGE: 9 


Stealth and surprise are the keys to defeating the Allied naval threat. That is why we have deployed our attack 
Submarines. Each Submarine can cruise undetected under the surface of the water. However, due to the nature of 
its weapon, the torpedo, it must be near the surface to fire. At this point, Allied naval units will see your Sub and 
might fire depth charges at it. 


NOTE: GROUND-BASED ROCKET FIRE CAN DAMAGE OR DESTROY A SURFACED 
SuB IF IT IS WITHIN RANGE. 


Your Sub's torpedoes have a greater range than the Allies’ depth charges—use this to your advantage, comrade. 
Group a pack of Submarines together a good distance from your target, and then order them to fire. If done cor- 
rectly, each Sub should be able to get two shots off before the target reaches depth charge range. 


YOUR SUBMARINE(S) ARE STILL IN THE AREA. NEVER COUNT ON SUBMERGING TO 
SAVE YOUR SKIN. (ON THE POSITIVE SIDE, CRUISERS CAN’T FIRE THEIR DECK 
GUNS AT SUBMARINES, LEAVING THEM COMPLETELY DEFENSELESS WITHOUT 
PATROL BOAT OR DESTROYER ESCORT.) 


@ TIP: ALLIED SHIPS WILL CONTINUE TO FIRE DEPTH CHARGES IF THEY SUSPECT 


When using your Submarines to effectively block a waterway, always place them on guard mode. Otherwise, they 
will attempt to remain undetected, allowing enemy naval units to cruise right by. (See Chapter 1, Red Alert Basics 
for more information on guard mode.) 


Soviet Structures and Units 


YAK ATTACK 
AIRCRAFT 


Cost: 800 STRENGTH: 60 


ARMOR: LIGHT SPEED: 16 


WEAPON: CHAINGUN (15 BURSTS) DAMAGE: 40 


RANGE: 5 


The Yak is primarily a strafing fighter, designed to quickly eliminate ground-based personnel. Its slow speed makes 
it vulnerable to enemy anti-aircraft fire, but it can reliably take out single infantry units as well as groups of 
infantrymen when they are close together. 


Groups of three or more Yak aircraft can also be used to severely damage structures and enemy armor. Because of 
the straight-line line approach used in strafing, faster units can easily evade the Yak’s attack. 


NOTE: ALTHOUGH THE YAK CAN FLY OVER SHROUDED AREAS OF THE BATTLE- 
FIELD, IT CANNOT TARGET ANYTHING UNDER THE SHROUD, NOR DOES IT REVEAL 
TERRAIN AS IT TRAVELS. 


Yak pilots have been specially trained on strafing runs. They routinely carry up to 20 bursts of ammo, but will use 
as little or as much as they determine necessary. When taking out individual infantry, the savvy pilot might con- 
serve enough ammo to mow down two distinct targets. However, the same pilot will generally expend all his ammo 
on one pass at a structure. 


After attacking, the Yak will return to its Air Field for refueling and rearming. This process is fairly time consuming, 
so you shouldn't make plans that require several quick Yak attacks, comrade. 


NOTE: YOU CAN REPAIR YAKS ON A SERVICE DEPOT. 


TIP: PLACE YOUR YAKS ON GROUP KEYS FOR EASY ACCESS. WHEN YOU NEED 

F MAXIMUM FIREPOWER (EG. STRAFING STRUCTURES), GROUP THEM ALL TOGETH- 
ER. WHEN YOU NEED SURGICAL PRECISION (TAKING OUT LONE INFANTRY), PLACE 
THEM ON GROUP KEYS INDIVIDUALLY, OR AS PAIRS. 


Never leave an aircraft on the Air Field during an enemy attack, if the attack nears your Air Fields—this is when the 
aircraft is most vulnerable. Instead, target something off in the distance that the aircraft can safely fly to. 
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BADGER BOMBER 


Cost: N/A STRENGTH: 60 


ARMOR: LIGHT SPEED: 16 


noe 
| 
| 


WEAPON: 5 PARATROOPS WEAPON: 5 PARABOMBS 


RANGE: 0 DAMAGE: 300 (AREA EFFECT) 


The Badger Bomber is not a unit you can build. It is deployed from a nearby Soviet 
base when you need it, Commander. It will become available after you build your first 
Air Field. 


Initially, the Badger will only deliver paratroops. Later, you will be able to request it to drop parabombs as well. 
Each alternative takes time to prep, comrade. However, once the bomber is prepped, it will remain available until 
you need it. You can monitor the status of the prepping by checking the appropriate icon in the Sidebar. 


To instruct the Badger to drop either payload, click on the appropriate icon in the Sidebar, and then click where 


you want the payload dropped. Shortly, the Badger will fly over the battlefield and drop its cargo where you speci- 
fied. 


NOTE: BECAUSE OF ITS SPEED, THE BADGER IS ESPECIALLY VULNERABLE TO 
ANTI-AIRGRAFT. IF IT IS FORCED TO FLY OVER SEVERAL ENEMY ROCKET INFANTRY 
OR AAA GUNS, IT WILL PROBABLY NOT REAGH ITS TARGET. THIS LOSS OF EQUIP- 
MENT HAS NO EFFECT ON YOU EXCEPT FORCING YOU TO WAIT FOR THE APPRO- 
PRIATE FUNCTION TO REBUILD ON THE SIDEBAR. 


If you select Paratroops from the Sidebar, the Badger will swoop in and drop five Rifle Infantry around the spot you 

specified. If you select Parabombs from the Sidebar, the Badger will drop five bombs over the target. Take note, 

Commander, the Parabomb drop is highly inaccurate and troops have time to move out of the way. It's best to use 
Parabombs on stationary structures. 


rp 
TIP: USE PARATROOPS FOR QUICK SUPPORT ON THE FRONT LINES, AS RECON 
UNITS IN HAZARDOUS AREAS, OR AS A SURPRISE IN THE ENEMY’S BASE. 


NOTE: DURING SINGLE-PLAYER GAMES, REINFORCEMENTS MAY ARRIVE BY PARA- 
CHUTE, BUT MAY BE ENGINEERS, FLAME THROWERS, ETC. HOWEVER, YOU ARE 
LIMITED TO ONLY RIFLE INFANTRY AS PARATROOPS WHEN YOU USE THE BADGER. 
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Spy PLANE 


Cost: N/A STRENGTH: 60 


ARMOR: LIGHT SPEED: 40 


WEAPON: CAMERA 


The Spy Plane is a high altitude recon aircraft that can take a picture of the battlefield and electronically feed it to 
your command post. The net result, comrade, is revealing a certain section of terrain for you. 


The Spy Plane is another aircraft that is not flown in or out of your base, but is called forth from a main Soviet air 
field. It becomes available after you build an Air Field. Note that it does take a while to fuel the plane for another 
pass; you can monitor its fueling process with the icon in the Sidebar. When the Spy Plane is available, you will be 
notified. 


To use the Spy Plane, click on its icon in the Sidebar and then click on the map where you want it to take its pic- 
ture. A few seconds later, the plane will pass overhead and will reveal the landscape you indicated. The actual area 
revealed is about two-thirds the size of the main battlefield window. 


It should be noted that operational Gap Generators will redraw the shroud shortly after the Spy Plane passes by. 
You will have a narrow opportunity to see (and target) anything under the Gap Generator however. 


NOTE: ALTHOUGH UNLIKELY, IT IS POSSIBLE FOR THE SPY PLANE TO GET SHOT 
DOWN BEFORE IT MAKES ITS CAMERA PASS. IF THIS HAPPENS, IT WILL NOT 
REVEAL THE LANDSCAPE FOR YOU. YOU CAN CONTINUE TO USE THE PLANE, BUT 
WILL HAVE TO WAIT FOR IT TO REFUEL AGAIN. 


This is one of your most powerful tools, comrade. Learn to rely upon it. 


MIG 


Cost: 1200 STRENGTH: 60 


ARMOR: LIGHT SPEED: 40 


WEAPON: 3 MAVERICK MISSILES DAMAGE: 50 


RANGE: 6 


The latest addition to our air power is the impressive MIG jet. This aircraft was originally intended to fill a dogfight- 
ing role, but has adapted to a bomber/anti-armor role quite well. 


The MIG carries three Maverick missiles capable of inflicting great damage on armored units and structures alike. 
Its speed makes it hard (but not impossible) for anti-aircraft guns and missiles to hit it. 
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MIGs are built and flown from your Air Fields. Although they will not be available to you at first, you will learn to 
appreciate them very quickly. 


Tip: A STRIKE FROM FIVE MIGS WILL DESTROY ANY STRUCTURE OR UNIT ON THE 
BATTLEFIELD. THE ONLY EXCEPTION TO THIS IS OTHER AIR UNITS, OR A UNIT THAT 
MANAGES TO MOVE QUICKLY, CAUSING MORE THAN ONE MIG TO MISS THE TAR- 
GET. 


After launching its weapons at the target, the MIG will return to its Air Field for rearming and refueling. Our new 
systems make this process very fast, the ground time for MIGs should be under 10 seconds. This is an aircraft you 
can rely upon for quickly repeated strikes, comrade. (Note that MIGs, like Yaks, do not reveal terrain as they travel, 
and cannot attack targets that are shrouded.) 


NOTE: YOU CAN REPAIR MIGS ON A SERVICE DEPOT. 


Note that attacking air units on their Air Field or Helipad with a MIG will be highly unsuccessful. Enemy pilots 
anticipate such attacks and manage to get their aircraft into the air before the MIG's missiles hit home. However, if 
you goal is to destroy the Air Field or Helipad, you will generally succeed. 


TIP: IT IS POSSIBLE TO TARGET AND DESTROY HELICOPTERS WITH THE MIG, BUT 
IT TAKES A LITTLE EFFORT. IF YOU LAUNCH A STRIKE AT A GROUNDED HELICOPTER 
USING THREE OR MORE MIGS, THE HELICOPTER WILL TAKE OFF AS THE FIRST 
MIG FIRES. KEEP THE MIGS SELECTED, AND AS SOON AS THE CHOPPER !S IN 
THE AIR, TARGET IT—YOU WILL ONLY HAVE A SPLIT SECOND, ONCE IT IS FULLY 
AIRBORNE YOU CAN’T. THE SECOND Two MIGS WILL LAUNCH THEIR MAVERICKS 
DIRECTLY AT THE HELICOPTER, WHICH GENERALLY RESULTS IN ITS DESTRUCTION. 


One word of warning, Commander: It is easy to get cocky when using MIGs and forget that they cost you 1200 cred- 
its apiece. Be constantly aware of where you fly your jets and bring all of our pilots back home safely. 


HIND HELICOPTER 


Cost: 1200 STRENGTH: 125 


ARMOR: HEAVY SPEED: 12 


WEAPON: CHAINGUN (20 BURSTS) DAMAGE: 40 


RANGE: 5 


The Hind gunship is a very versatile craft. You can use it to mow down infantry, harass armor, destroy structures, 
or sweep minefields. 


Each Helipad you build will come with one Hind. Having a Helipad enables you to build multiple Hind helicopters if 
you so choose, but they must share the same Helipad. The Helipad is where the helicopters are refueled and 
rearmed, and only one helicopter can occupy a pad at a time. 
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The Hind's best asset is also its worst liability, it hovers. While this is advantageous while firing at targets, it is a 
weakness when the Hind is being fired upon. Therefore, the Hind should be strictly reserved for targets that cannot 
fire back at it, or as a last airborne attack option. 


USE THE CTRL KEY TO FORCE THE HELICOPTER TO FIRE AT A SELECT AREA OF 
TERRAIN. ANY MINES BURIED THERE WILL EXPLODE, ALLOWING ANY ARMOR UNITS 
TO SAFELY PASS THROUGH. CONTINUE TO TARGET A NEW AREA OF LANDSCAPE 
AFTER EACH BURST, AND THE HELICOPTER WILL CONTINUE TO STRAFE THE 
GROUND. 


‘w) Tip: THE HIND HELICOPTER CAN BE USED SUCCESSFULLY AS A MINE SWEEPER. 


Note that like other aircraft, Hind helicopters can be repaired at a Service Depot. 


CHINOOK 
HELICOPTER 


Cost: 1200 STRENGTH: 90 


ARMOR: MEDIUM SPEED: 12 


WEAPON: NONE 


Transport Helicopters can be used to transport any type of infantry across the battlefield. Each helicopter holds up 
to 5 units and is loaded and unloaded like a water Transport. To load units in the helicopter, land it near the units, 
select the units, and click on the Transport Helicopter (the cursor will change to a series of downward pointing 
arrows). Each unit will board the chopper in turn. 


To check how many units are aboard a Transport Helicopter, select the helicopter and count the filled boxes within 
the helicopter’s select box. 


To unload a Transport Helicopter, simply move it to where you want the units and click on it twice (the cursor will 
change to the deploy cursor). One by one, the units will leave the helicopter. 


FIRE. HOWEVER, THEY ARE ONE OF THE BEST WAYS TO DROP A VARIETY OF 
INFANTRY BEHIND ENEMY LINES. TRY IDENTIFYING A GAP IN YOUR ENEMY’S ANTI- 
AIRCRAFT DEFENSE BEFORE TAKING THE TRANSPORT IN. THEN REDIRECT THE 
HELICOPTER AS MUCH AS NECESSARY TO SNEAK THROUGH THAT GAP. 


@ TIP: TRANSPORT HELICOPTERS ARE ESPECIALLY VULNERABLE TO ANTI-AIRGRAFT 
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Whether you're gunning for Stalin, or trying to conquer the world with the Reds, you need a solid understanding of 
military strategy and tactics, as they apply both in the real world and in the world of Red Alert. Each mission has its 
own strategic and tactical nuances, and we'll look at those in the mission-specific chapters. But there are some fun- 
damentals you must master before you earn the title of commander. 


THE Basics 


<> Have a plan 

< Keep it simple 

<> Look out for unit mismatches 

<> Attack with all the firepower you can muster 
<> Concentrate fire whenever possible 


Sure, Red Alert is just a computer game, but some basic fundamentals of combat apply here as much as they do in 
the real world. 


The most basic law of warfare: All other things being equal, the side with the most units will win. Nothing fancy 
here. No matter what the tactical or strategic situation, no matter what the war, no matter who the enemy, military 
commanders would rather have more units than fewer units. 


The first corollary of this basic military tenet is that the battle goes to the guy who can bring more firepower to 
bear on his enemy. When properly directed, twenty guys with rifles will make short work of just about any unit in 
the game. 


CONTROLLING YOUR FORCES 


Remember: to conquer, you have to be able to command. Red Alert is real-time battle, so you don't have the luxury 
of pondering over each move. Battle is a fluid situation, and you'll have to make decisions and adjust your tactics 
on the fly. In multiplayer games, you don’t even have a chance to hit the pause key to catch your breath. 


Refer to the chapter on Game Basics to see the command keys. Here, let's review the key commands and how to 
use them effectively. 


GROUPING 


When you're commanding more than a handful of units, you must group them if you hope to maintain control of 
your forces during the heat of battle. Because things change so quickly, you often must change orders by the sec- 
ond. For defensive purposes, group forces so that you can react quickly to any attack on your base. 
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When you are attacking with a large force, but still need to maintain a strong defense of your base, designate the 
entire assault force as one group, then be willing to change group designations on the fly. You might designate an 
entire large assault force as one group, and use another group or two for defending your base. When the assault 
force has reached its target, regroup them for tactical advantage, such as grouping all tanks to take out a turret, 
then grouping rangers to make a run past a fortification to attack enemy infantry. 


NOTE: DON’T CREATE SO MANY GROUPS THAT YOU LOSE TRACK OF WHO’S WHD. 
IF YOU’RE LAUNCHING A TWO-PRONGED ATTACK ON AN ALLIED BASE, FOR EXAM- 
PLE, YOU MIGHT GROUP THE TWO MAIN FORCES INTO TWO SUB-GROUPS EACH. 
THAT WAY, YOU CAN REACT QUICKLY TO A CHANGING SITUATION WITHOUT 
SEARCHING THROUGH A DOZEN GROUPS TO FIND WHAT YOU NEED. 


LASSOING 


Because situations change so quickly and so constantly on the battlefield, those neatly saved groups you started 
out with will often get shot to pieces, or become so weak that the group designations become useless. Learn to be 
adept with the mouse to lasso groups and quickly issue commands to them. 


z NOTE: DON’T GROW SO ACCUSTOMED TO GROUPING AND LASSOING THAT YOU 
IGNORE THE BASIC COMMAND TECHNIQUE—CLICKING ON AN INDIVIDUAL UNIT. AT 
THE HEIGHT OF A PITCHED BATTLE, WHEN GROUPING 1S USELESS AND THE BAT- 
TLEFIELD IS TOO CROWDED TO LASSO EFFECTIVELY, GIVE ORDERS TO INDIVIDUAL 
UNITS. 


BOOKMARKS 


These are among the most important tools at your disposal. Learn to use them right away, and you'll save yourself 
lots of frustration, not to mention saving the lives of a lot of brave soldiers. Bookmarks are valuable in virtually 
any phase of the game, whether you need to check on several defensive fortifications, or monitor the progress of a 
two-pronged attack. You can also use bookmarks to monitor activity at an enemy base, and to keep an eye on your 
ore trucks at work. 


FORMATIONS 


This is an important command when you're moving mixed units together as a single force. In general, use this com- 
mand to keep units in order as they move toward an objective. Typically, you'll want to keep our armor out front, 
with more vulnerable units, such as infantry, to the rear. When commanding mixed infantry, use the formations 
command to keep engineers and medics behind front-line troops, such as rifle soldiers and rocket soldiers. 


STAND-OFF RANGE 


Throughout the mission descriptions, you'll see this phrase frequently, usually in reference to long-range weapons, 
such as tanks and artillery. The two targeting icons tell you whether the currently selected weapon is within range 
to fire on the selected target without moving. This is often critical information, especially when attacking hard 
fortifications, such as turrets and Tesla coils. When maneuvering armor or artillery to attack a turret, move the 
units in one step at a time, checking each time to see if they’re within range. Wait until the units are in range 
before you click on the target. If you click on the target when the units aren't yet in range, they'll roll blindly 
toward the target, and within range of its weapons, before opening fire. 
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FOCUSED FIRE 


Bring as much fire to bear on your target as you can. The Tesla coil guarding that Soviet base will destroy a group 
of three tanks before they can even put a dent into it. And because the tank trio didn't even significantly damage 
the coil, you'll get the same result if you attack the Tesla coil with wave after wave of three tanks. But if you attack 
with 15 tanks, all able to fire on the coil at the same time, the outcome will be very different. Nothing fancy, but it 
adheres to one of our basic tenets: Keep it simple. 


BUILDING AN ARMY 


Real-life commanders go into battle with a fixed number of units. In the world of Command & Conquer, though, 
commanders are able to determine precisely the number and composition of their forces. 


The most common mission type in the game, on either side, is the build-base-then-attack variety. Of course, it’s a 
lot more complicated than that, with varying terrain and tactical considerations, giving each mission its own twist. 
But, in general, you build a base, defend it against attack, assemble an assault force, and finally attack the enemy. 


Patience is the key here. While building and defending the base, you need to shift production of offensive units 
into high gear. Leave your base and disputed ore fields defended, but common sense dictates that you attack with 
everything you can pull together. 


Unless the enemy is a pushover, you should count on using pretty much all the available credits to produce units 
before you attack. If you still have unspent credits or unmined ore when you launch an attack, then you should use 
what's left to build reinforcements to support the main assault force. You'd hate to have a fat bank account when 
an attack on an enemy base comes up just short. 


STRATEGIES 


These are the overall, big-picture concepts of how you intend to conduct a battle. Should you attack the enemy 
base with a single, overwhelming wave of force? Or, should you split your force into two groups, and attack simul- 
taneously from different directions? How about a combined attack by ground and naval units? 


DESTROY THE ENEMY’S MEANS OF PRODUCTION 


A favorite strategy for players of the original Command & Conquer, this strategy will also serve you well in Red 
Alert. Since credits and production are at the heart of most missions, cutting off the enemy's access to ore can seri- 
ously damage his ability to wage war. 


It's an effective strategy, but don’t get so focused on destroying ore trucks that you lose sight of your mission 
objectives. If you locate an enemy ore truck working a field fairly close to your base, then by all means go after it. 
But you should regard them as targets of opportunity, rather than ultimate objectives. 


A more effective means of denying ore to the enemy—and one that puts cash in your pocket—is to seize and secure 
ore fields that are in dispute. 
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Mass FRONTAL ASSAULT 


The simplest attack strategy, the frontal assault usually results in victory—or the complete annihilation of the 
attacking force. Just ask George Pickett. It's a sound enough strategy when you have the numbers on your side, but 
the front assault will be costly, even when you win. If you choose to hit the enemy head-on, make sure you hit with 
everything you have. Before settling on this strategy, look for less costly alternatives. 


TWO-PRONGED ASSAULT 


The two-pronged, or pincer maneuver, is often highly effective, provided you can muster the firepower to split your 
forces into two assault groups. When attacking a base, the pincer maneuver puts pressure at two points in the 
enemy's defense, forcing him to respond, instead of just funneling units to plug one hole in his fortifications. 


COMBINED FORCES 


When you're lucky enough to have air and naval units, along with ground units, make sure to take advantage of the 
situation. Destroyers and cruisers are ideal for softening up enemy fortifications before your ground units attack. 
On the Soviet side, air strikes provide powerful support for ground assaults. 


FORMING A 
PLAN OF ATTACK 


After getting your base construction underway, your priority should be to find the enemy. You can't formulate a 
sound strategy until you know the location of the enemy base or units. And the only way to find them is to go look- 
ing (unless you read our mission briefings, of course). 


When you've located your objective, you can begin forming your grand strategy of attack. First, look for access to 
the objective: roads, bridges, river fords on the land, and beach access from water. The most direct route, of 
course, isn’t necessarily the sensible route of attack. Study the enemy's defensive fortifications, choosing one or 
more weak points in the defense. 


IN THE AIR 


If your Western loyalties keep you on the Allied side, then you're missing some of the most explosive fun Red Alert 
has to offer. The Reds have most of the air power in the war, with MiGs, Yaks, paratroops, parabombs, and attack 
helicopters in their arsenal. The Allies are stuck with just the Apache attack helicopter. 


Soviet planes fill a variety of roles, and they're all disruptive and destructive to the Allied cause. Use the MiGs and 
Yaks to harass the enemy constantly, strafing troops, units, and buildings—either as a prelude to a ground offen- 
sive, or just to keep the Allies busy. Paratroopers dropped into the middle of an Allied base can turn the tide in a 
hurry. 


Squadrons of planes are ideal for designating as groups. That way, it's easy to call air strikes without having to 
locate each runway. If you can keep hammering away at Allied installations, the enemy will have a much more diffi- 
cult time mounting an attack of his or her own. 
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Both sides have the Apache attack helicopter—a powerful weapons platform that serves well in an offensive or a 
defensive role. Its Hellfire missiles are designed to destroy armor. Build helipads on the perimeter of the base, so 
the choppers can respond quickly to an armored assault, then join an assault force to provide support. 


AT SEA 


The Soviets may rule the air, but the Allies own the seas. Gunboats, destroyers, and cruisers all fill vital roles in 
supporting land operations. When you're fighting as the Allies, you won't win many missions without naval power. 
If there's water on the map, then you're probably going to need surface ships to ensure victory. 


The small gun boats are used primarily for killing subs, and you'll need big packs of them to handle a few pesky 
subs. Destroyers may be the best buy, with their missiles serving as excellent picket defense against air strikes, 
while depth charges make them effective sub hunters. 


For the Allies, submarines can be one of the most difficult obstacles to victory. The only way to destroy them is 
with surface ships, and a pack of subs can sink a ship moments after it’s laanched—if they don't destroy the naval 
yard before the ship's even built. Killing subs takes patience: it's a battle of attrition. Count on losing lots of gun- 
boats and destroyers to take out a handful of subs. 


The Allied cruiser is the single most fearsome weapons platform in the war—too bad it's not available until the end 
of the game. Three or four cruisers can reduce an entire base to rubble within minutes—and it's fun to watch. 


The Soviet answer to the Allied naval power, of course, is the submarine. It's a one-dimensional weapon, capable 
of attacking only surface ships and naval yards. But its lack of flexibility doesn't diminish its effectiveness. A pack 
of Soviet subs can keep an entire Allied fleet at bay, not to mention knocking out naval yards. 


ATTACKING A BASE 


It's easy to neglect the value of reconnaissance in your zeal to attack, but you should always take the time to scout 
the enemy base and units before you decide how to attack. If you're building a base, use the relatively slow time, 
when you're fortifying the base, to send out scouts and spies to see what you're up against. 


If the enemy base is heavily defended with turrets and Tesla coils, then you know you're going to need plenty of 
heavy armor to blast through the fortifications. On the Allied side, artillery is the preferred weapon against hard 
defenses. 


Armor is probably the single most effective unit type in the war, but tanks are expensive. If you're planning a Nazi- 
type blitzkrieg, build at least two weapons factories for production, and at least one service depot to keep the 
armor rolling. 


Wave after wave of armor will eventually break through the toughest fortifications, but tanks alone usually won't 
do the job. When your tanks have penetrated base defenses and are wreaking havoc to the structures inside, it's 
time to roll in with APCs, and unload ground troops to mop up. 


CAPTURING ENEMY BUILDINGS 


If you're up against more than one Soviet base, try to capture a smaller base. It's tricky to pull off, but it’s a great 
bargain. You'll need to smash defenses with armor, then start damaging buildings into the red before you bring 
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those engineers in. Just be careful not to order engineers into a base that's still crawling with infantry; they won't 
last long. Surface ships are an excellent way to reduce Soviet buildings to be captured, if you can get them within 
range. 


Build a spy or two if you see enemy silos fairly close by. They can’t sneak by Soviet dogs, but if they have a clear 
path to a group of silos, they can turn the tide of a battle without firing a shot. 


Remember, the medic is perhaps the single most important infantry unit on the Allied side. Keep one medic for 
every 10-15 combat units, and try to keep at least one in all your groups of ground forces. 


BASE-BUILDING 


In Red Alert, your base is more than the headquarters of your command. Your base is everything: means of produc- 
tion, research facility, boot camp, factory, and intelligence center. The location, defense, and configuration of the 
base is perhaps the most critical element to success on the battlefield. 


SCOUTING ABOUT 


While your base is under construction, send your fastest units—usually rangers or tanks—to scout and reveal the 
surrounding terrain, locate ore fields, and eventually find the enemy base. 


When you're able to build a spy, train one early in a mission and send him looking for the enemy base. Enemy units 
can't see him—except for those nasty dogs. He can infiltrate buildings and come back with intelligence on troop 
strength and building activity in the other camp. 


NOTE: IF A SCOUTING UNIT RUNS INTO MORE TROUBLE THAN YOU’RE READY 
FOR—SAY, A COUPLE OF MAMMOTH TANKS WHILE YOU’RE BUILDING YOUR FIRST 
POWER PLANT—DON’T HEAD STRAIGHT FOR HOME, OR YOUW’LL LEAD THE ENEMY 
RIGHT TO YOUR BASE. 


LUHAT TO BUILD AND LWWHERE TO BUILD IT 


There's no hard-and-fast rule for base construction, but here's the typical list of structure priorities: construction 
yard, power plant, refinery, and two barracks. At only 300 credits, a second or even a third barracks is a bargain, 
allowing you to train troops much more quickly. 


Don't just slap down structures haphazardly. Placement of buildings determines where you'll be able to place other 
structures, so keep that in mind when choosing construction sites. If you're near water, for example, stretch build- 
ings toward the water, so you'll have access to the coast for construction of a naval yard. If you deployed your con- 
struction vehicle too far away from a natural defensive position, such as ridges, place additional buildings in that 
direction, so you'll be able to build turrets and pillboxes guarding the position. 


DEFENSE FIRST 


You have to survive before you can win, and building a well-defended base is the key to survival. Beyond the first 
couple of missions, when the enemy presence is so weak that there's no real threat of attack, your base-building 
priorities must be harvesting and defense. 


Military Strategy 


Strive for a balanced defense of your base. If you rely completely on turrets and pillboxes, you're likely to be over- 
whelmed by troops who rush right past these stationary fortifications and start taking down your buildings. Keep a 
strong contingent of infantry units within the base, in addition to the units defending the perimeter. Use this group 
as support units, defending against an attack on the base. 


It's still a juggling act, of course, since you're limited at any one time to training one infantry, building one unit, 
and building one structure. But even if you're planning the most massive invasion since D-Day, you must protect 
your home before you start building for an attack. 


Sort DEFENSES 


Depending on how many credits you have, try to crank out a mixed force of 25-30 rifle soldiers, rocket soldiers, and 
grenadiers. This may seem like overkill on some missions, but it's less costly to train units than it is to repair and 
replace buildings destroyed by enemy attacks. Besides, if you find resistance light near your base, there are sure to 
be other trouble spots where you can use some fresh troops. 


Assign groups of mixed units to defend your base, spreading them throughout the camp and along threatened areas 
of the perimeter. It’s easy to forget about defense when you're on the other side of the map knocking the hell out 
of the enemy camp. You'll be told when your base is under attack, and you'd better respond quickly. A group of 
rifle soldiers can destroy several key buildings if left alone. 


When you're overseeing an assault on the enemy base, keep building and training units back home. Periodically hit 
the E key to select all units, then G to put them into guard mode. That's the fastest way to get your defending force 
to respond to an attack. Then you can issue new commands to your attacking forces. If you forget to issue orders 
to the units defending the base, they'll just stand by and watch, while the enemy reduces your camp to rubble. 


TURRETS & PILLBOXES 


Turrets and pillboxes are usually a sound defensive investment, but don’t build them until you see evidence of 
strong enemy contact from that direction. Often, some mixed infantry can do the job. 


For the Allies, AA guns are an essential part of base fortifications. The Soviets will rake your base with Yaks and 
MIGs, then drop paratroops and parabombs right on top of you. A few pillboxes scattered throughout the interior 
of the base can make life tough for any infantry units that decide to drop in. 


BUILDING BARRIERS 


If your base is the target of enemy attacks, then you should use just about every defensive measure at your dispos- 
al. Construct a perimeter with whatever the mission allows. Building sandbag walls may seem tedious (it is), but at 
least they prevent infantry from walking right up to the door of your headquarters. If you've got ‘em, build ‘em. 


Of course, you'll want to provide access for ore trucks and other vehicles. These gates should be the focal points of 
your perimeter defense, studded with hard defenses, such as turrets and pillboxes. 
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Base EXPANSION 


The area where your forces enter the map isn't always an ideal location for a base, but you usually don’t have time 
to look around for the best location. You should always be flexible in your approach to base design. There are 
many times when you'll need to expand your base in search of better natural defenses, water to build a naval yard 
or new ore fields. 


' 


When you need to expand, go for it. Don’t be afraid to sell off turrets, pillboxes, and barriers that are no longer 
necessary. You can rebuild fortifications along the new perimeter of the base. 


At the same time, don't try to immediately build barriers around every new section of base. Evaluate the threats 
and try to foresee the ultimate size and position of the ideal base. 


UNDER REPAIR 


No one enjoys fixing things; it's much more fun to buy new ones. But as it is in real life, the sensible approach is to 
repair things before you have to replace them. If your base is the target of frequent attacks, you must constantly 
monitor damage to your buildings. It’s a rude shock to return to your base from a successful attack to discover the 
enemy has paid a visit and destroyed your construction yard. That's it—mission failed. Repairs are especially criti- 
cal for the Allies, whose structures are often under constant attack from Soviet planes. 


Repairs cost money, of course, so you should prioritize repairs. You must keep construction yards, refineries, 
weapons factories, and power plants on line—and, naturally, those are the favorite targets for Soviet air strikes. 
Other structures, including silos, and sometimes barracks, aren't as critical, so you might consider delaying repairs. 
But if a building looks badly crumpled, you'd better put a wrench on it. 


For essential repairs—especially when your base is getting pounded—the Allies should keep a few engineers on 
hand for emergencies. An engineer can fully repair any structure, but you lose him in the process. When you're 


about to lose a critical building—and another attack is imminent—send in one of those down-home engineers to fix 
things up. 
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Welcome to the Allied forces, Commander. In this briefing, you will find critical information that 


could turn the tide against the Soviet Army. It contains the positions of all enemy units and details 
their weaknesses. 


You must successfully complete 14 missions to ensure an Allied victory. Several missions have 
“variants” you can choose from. For example, before the third mission, you have the choice 
between two different areas to attack. 


Each of these variants will give you a slightly or totally different scenario for that mission. 
Sometimes, the map will vary only slightly, and the objective will remain the same between the 
variants. Other times, you might find that the maps are totally different, as well as the objectives. 


THE WINNING CRITERIA. THAT WAY, YOU CAN RETURN TO THAT POINT 


@ TIP: ALWAYS TRY TO SAVE YOUR GAME SHORTLY BEFORE MEETING 
AND REPLAY THE OTHER VARIANTS FOR THE NEXT MISSION. 


We're relying on your leadership skills, Commander, whichever mission variant you pick. As you win 
missions, you will automatically advance to the next mission in the sequence. Winning the 14" mis- 
sion will win the war for the Allies. 


Please note the following: 


<> Several techniques and tactics will not be explained in detail within the walkthrough. See the 
Military Strategies chapter for details on any tactics you are unfamiliar with. 


<> All games outlined in this section were played on the Normal setting. Playing on another diffi- 
culty setting can change the number of opposing units, and other factors that could signifi- 
cantly change the strategy needed to win. 


<> Each mission and variant has a separate walkthrough. When a mission's variants are very 
similar, they may be covered together. 


OPEN THE OPTIONS MENU. THE OPTIONS DIALOG HAS THE MISSION 
CODE NUMBER DISPLAYED IN A SMALL TYPEFACE (E.G., SCUOGEA). 
THE MISSION NUMBER !1S IN THE MIDDLE OF THE CODE (E.G., “O6’’) 
AND THE VARIANT AT THE END (E.G., “A’’), WHEN THERE IS ONLY ONE 
VARIANT, IT WILL ALWAYS BE “A.” THIS SHOULD ENSURE THAT YOU 


ARE READING THE CORRECT WALKTHROUGH FOR THE APPROPRIATE 
MISSION. 


@ Tip: TO FIND OUT WHAT MISSION YOU ARE CURRENTLY PLAYING, 


Allied Missions 


Each mission will give you the following details: 


Mission Map A complete map of the area where the mission will take place 

Mission Briefing What you must do to complete the mission and any intelligence on the 
enemy position and strength that is known. 

Mission Summary A short list of objectives to complete the mission. 

How to Win A blow-by-blow account of how to defeat the opposition, and march 


onward to victory. 


NOTE: THE WALKTHROUGHS WERE ALL PLAYED WITH A PARTICULAR STYLE, 
NAMELY, THE AUTHOR’S. YOU MAY FIND THAT THIS STYLE DOES NOT SUIT YOUR 
STYLE OF PLAY—IN WHIGH CASE, USE THE WALKTHROUGH AS A GUIDELINE, 
INSTEAD OF A PLAN THAT IS SET IN STONE. 


Let's get going, Commander, the Allies—and the world—are counting on you! 


Allied Missions 


1 


THE ABSENT PROFESSOR 
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The Absent Professor 


Mission 1 


MISSION BRIEFING 


The Soviets have captured the Allies’ most valuable asset: Albert Einstein. Your first mission is to raid the enemy 
base, rescue the great scientist, and get him to a waiting chopper. You'll have that bad-ass Tanya, along with a 
handful of rifle soldiers and rangers, to get the job done. 


Mission SUMMARY 


<> Pick off that dog before he can get his teeth into a soldier 
<> Keep Tanya safe. Lose her, and we all lose 


<> Beware the Tesla Coil 


How To WIN 


Your introductory mission's a piece of cake, Einstein. Just watch out for the Tesla Coils. Move your troops and 

rangers in cautiously, picking off the Soviet soldiers as they move out of the base. Make sure to pick off the attack 

dog before he tears into your troops. Bad dog! 

4 TIP: SHOOT THE BARRELS NEAR THE BASE’S ENTRANCE. THIS WILL DESTROY 
THE ADJACENT POWER PLANT AND DISABLE THE TESLA COILS. 

Approach the base on the western side of the entrance, keeping your forces out of range of that first Tesla Coil. You 

have to kill the troops guarding the command center before Einstein will make his break. When you clear out the 


guards, you'll hear the announcement that the rescue helicopter has arrived, and you'll see that old white-haired 
genius run from the building. Just guide him to the smoke and the waiting chopper. 


Don't hang around too long to admire your handiwork. Allied cruisers will show up when Einstein leaves the build- 
ing, and they don't care who's around when they start shelling the base. 


Since your baptism by fire is pretty mild in this first mission, you might as well practice some of the command tech- 
niques and tactics that you learned in the chapter on Military Strategy. Even though getting Einstein out safely will 

meet the mission requirements, you should always try to rack up as many points as you can, which means destroy- 
ing every Soviet unit and structure in sight. 


While your infantry and rangers are keeping the commies busy in the western part of the base, sneak Tanya in to 
blow up the power plants. That will put the Tesla Coils out of commission. Then you can take your time laying 
waste to the entire base. Just remember to get out before the Allied cruisers start shelling the place. 
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CLEAN SWEEP 
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MISSION BRIEFING 


An Allied convoy is due through here in 25 minutes. Your job is to clear the area and provide safe passage for this 
critical convoy. You must destroy all enemy forces, then make sure the trucks have a clear path from their entry 
point in the northwest to their exit point in the southeast corner of the map. 


Mission SUMMARY 


~> Use your superior firepower to sweep the Soviets from the field 
<> Train medics quickly to keep your troops healthy 


<> Use rocket soldiers to blast through barbed-wire blocking the road 


How To WIN 


All right, Commander, this time you have some real forces to get the job done, including a Mobile Construction 
Vehicle. Deploy the MCV immediately, in the clearing just south of your entry point. You'll encounter some token 
resistance right away, but your superior firepower should make quick work of the initial opposition. Just watch out 
for those dogs, or they'll take out a few good soldiers. 


As Allied reinforcements arrive, group them and move them immediately to secure the road to the south, along 
with the ore field that lies to the east of the road. A small force should be sufficient to grab and hold the road at 
the extreme southeast corner of the map—the point where the Allied convoy will exit. Send another force south- 
southwest of your base to take the ore field there. The Soviet base is due west of here, accessible through a break 
in the ridge. Establish a defensive position here, with troops on either side, flanking the opening. This will hold off 
Soviet attacks while you organize your forces for an assault on the enemy base. 


Follow the standard base-building procedure. Your construction options are very limited, with only power plants, 
refineries, sandbags, barracks, silos, and pillboxes available. Just build the basics; you have plenty of forces already 
in the field to wipe out enemy forces. Remember, you're racing against the clock. 


EACH ENTRANCE, THIS WILL START YOU IN A MUCH STRONGER POSITION COME 
MISSION FOUR. IT’S ALSO WISE TO BUILD ONE OF EVERY STRUCTURE, AND SEV- 
ERAL SILOS. ALSO, SCATTER ROCKET SOLDIERS THROUGH YOUR BASE. 


TIP: You WILL REVISIT THIS MAP IN MISSION FOUR. BUILD TWO PILLBOXES AT 


Put a Harvester to work in the ore field to the north of the clearing. It's a small field, but it's protected by the river 
to the west and the ridge to the south. There should be plenty of ore here to support the mission. Establish a 
perimeter defense, but again, don't get carried away with strengthening your base. The Soviets can mount only 
light attacks—and the surest way to eliminate that threat is to roll right through the enemy base, destroying their 
ability to mount an assault. 
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The Soviet base is small and poorly defended. Your Rangers and rocket soldiers will make quick work of the enemy 
here. Refer to the techniques for grouping and movement of forces as you work your way through the base. Just 
take your time, keep your forces concentrated, and use medics to keep your troops healthy. 


Use advance troops to ignite the fuel barrels, and watch the enemy troops burn. But take care not to fry your own 
troops—exploding fuel doesn't take sides. 


Once you've reduced the Soviet base to smoking rubble, you should move quickly to eliminate the remaining 
enemy forces. Just remember to keep an eye on the clock. The road runs north-south, perpendicular to the western 
end of the Soviet base. Clear the northern stretch of the road first, since that's the direction from which the convoy 
will enter the area. The ford across the river is lightly defended, as is the northernmost section of road. Take ‘em 
out, Commander. You'll soon wish all your missions were this easy. 


MISSION, BUT YOU’LL HAVE ENGINEERS IN MISSION FOUR. THIS WILL MAKE IT 
EASIER FOR YOU TO CONTROL THE SOUTHERN PORTION OF THE MAP. 


@ TIP: SAVE THE SOVIET REFINERY. YOU WON’T BE ABLE TO CAPTURE IT IN THIS 
After securing the northwest corner of the map, move your forces south along the road to clear the way for the 
convoy. Leave a small force to defend the convoy’s entry point. Don’t expect any Soviet counterattacks here, but 
sound military tactics dictate that you shouldn't leave this critical point undefended. With the entry point secure, 
roll your forces back across the river to the southwest corner of the map, where the road turns toward the east. 
You'll encounter some light resistance when you cross the river, but don't worry. This is target practice, mister. 


Order rocket soldiers to blast through the barbed wire that blocks the east-west road, just east of the river. The 
convoy can't make it through if you don’t clear the road. Once the path is open, move your troops eastward along 
the road, linking up with the contingent that is holding the road at the southeast exit point. While you're waiting 
for the convoy, scan the map for any Soviet stragglers. Use the mouse targeting cursor to find any cowards hiding 
among the trees. If any enemy soldiers are left alive, you've failed. 


Now, after carving a safe path for the convoy, you can catch your breath. Sit back and watch the trucks snake their 
way through, carrying desperately needed supplies to our troops. 


Mission 2: Clean Sweep 


MISSION BRIEFING 


Intelligence reports heavy Soviet movement in your sector. Your mission is to destroy all bridges in the area, pre- 
venting the advance of Soviet armor. You'll have Tanya, an explosives expert, along to blow the bridges. 


MISSION SUMMARY 


< Keep Tanya out of harm's way 
<> Let artillery stand off and shell Soviet structures 


<> Don't destroy bridges that you still need to cross 


How To WIN 


You have only Tanya and a single artillery unit, but fortunately for you, Tanya's not just any soldier. It'd be nice to 
have a medic along to keep Tanya healthy, and you'll be lucky enough to find one right away. 


The four bridges are just to the east of Tanya's entry point—tantalizingly close, but she can’t get there from here. 
The only path lies south, then west, in a circular pattern leading to the objective. You'll encounter the first Soviet 
opposition as Tanya approaches the ford to the south. Use Tanya's long sight and firing range to her advantage. Let 
the Soviets come, then pick them off one by one—Cha-ching! 


After crossing the river, you'll find an Allied medic held under guard, and surrounded by fuel barrels. Have Tanya 
take out the Soviet troops, taking care not to ignite the fuel with a stray bullet. Order the medic to escort Tanya, so 
he'll be close by to administer first aid should she get wounded. Keep the artillery piece behind, where it can ham- 
mer away at any Soviet unit, while staying out of range of any threat. 


You'll run into some more light opposition as you head west along the road, but these Soviet soldiers are no match 
for Tanya. Just have her gun ‘em down, and keep moving. After turning south at the coast, look for a Soviet trans- 
port to unload a handful of soldiers. Make sure Tanya isn't within their range, then order her to take them down 
one by one, as they emerge from the transport. 


The Soviet base is now just south and east of your position. Here’s where you'll be glad you've got that artillery 
tagging along. When Tanya's excellent vision finds the first Soviet troops hanging out near the entrance to their 
base, tell her to stay put. Bring up the artillery, then use the mouse targeting icon to make sure you're within range 
of the flame turret, which can be deadly for Tanya. Order the artillery to shell the turret, while Tanya picks off the 
Soviet infantry as they move out of the base. Using this methodical approach, you can quickly reduce the Soviet 
base to rubble, while keeping everyone safe. 


Mission 3A: Let’s Rock! 


CAUTION: AS TANYA PICKS OFF SOLDIERS, BE CAREFUL TO AVOID SHOOTING 
GRENADIERS NEAR THE SURROUNDING BARRELS. THE EXPLOSION WILL IGNITE 
ANY NEARBY BARRELS, KILLING THE POWS. 


To the east of the Soviet base, you'll find the first of four bridges. As you may have already learned, you'll be in for 
a nasty surprise if you get cocky here and move Tanya carelessly toward the first bridge. There's a rocket launcher 
guarding the bridge, and not even Tanya can withstand a direct hit from a Soviet rocket. Don't let your artillery 
stray too close to the launcher, either. Instead, order Tanya to move in close enough to get off a quick shot on one 
of the fuel barrels conveniently located near the launcher. Then, hustle back and enjoy the fireworks. 


The rest of the bridges are lined up conveniently for Tanya to detonate. Take them out now, if you like, but you 
might want to deal with the small Soviet base that lies just to the south. Use the same tactics you employed to 
destroy the first base, keeping the artillery unit in a stand-off position to pound the structures, while Tanya picks 
off infantry units at long range. 


Now, back to the bridges. This is pretty standard stuff for a soldier of Tanya's caliber, so just have her blow the 
bridges. The easternmost bridge, however, is guarded by a flame turret. Once again, move the artillery unit into 
stand-off range, and knock out that turret. Then, send in Tanya to blow the bridge. If you've gotten careless and 
lost your artillery, you should have Tanya skirt around the turret to blow the bridge, giving those balls of flame a 
wide berth. 


After blowing all the bridges to accomplish the mission, scout around for any Soviet units or buildings you might 
have missed. Eliminate any remaining Soviet forces to rack up as many bonus points as you can. 


Mission 3A: Let’s Rock! 
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MISSION BRIEFING 


Intelligence reports heavy Soviet movement in your sector. Your mission is to destroy all bridges in the area, prevent- 
ing the advance of Soviet armor. You'll have Tanya, a demolitions expert, along to blow the bridges. 


MISSION SUMMARY 


<> Don't kill the friendly medic 


<> Avoid the flame turrets 


How To WIN 


Looks likes it’s Tanya vs. the entire Soviet Army, but with a little planning and valorous discretion, she can pull it off. 
Tanya begins the mission at the north end of a narrow peninsula. Move her south and pick off the Soviet soldiers that 
move north to greet her. As the road turns to the east near a church, you'll find a Soviet truck surrounded by fuel bar- 
rels. Wait a second before you ignite those barrels, because a friendly medic is hiding among them, and you're going 
to need him. As Tanya approaches, the medic will make a break from the barrels. Now you can open fire, causing 
some fireworks. 


You'll have to dispose of a Soviet soldier here and there as Tanya makes her way to the east. Tanya will soon come to 
a fork in the road, with one branch turning north and the other continuing eastward across a ford in the river. She 
can accomplish the mission no matter which way you go, but you'll find things a bit easier if you continue moving to 
the east. Ahead, you'll see a jeep with a couple of Soviets standing guard. Have Tanya pop some caps in ‘em, then turn 
to the north, along the coast. You've worked your way behind a small Soviet base, protected by a ridge to the west. 
There, you'll find four friendly engineers, held captive by a handful of Soviet infantry. Shoot one of the infantry, and 
the others will run toward the north—straight into a large group of fuel barrels—Cha-ching! Move the engineers out of 
danger and order them to link up with Tanya and the medic. 


While Tanya's been shooting a little target practice, that jeep to the south has made its way northward, where it stops 
at the gate of a larger Soviet base in the northeast corner of the map. A pair of Soviet tanks waits for you here, 
behind a small sandbag barricade. Luckily, there are some fuel barrels nearby, and one pull of Tanya's trigger finger 
will lay waste to the entire area. Destroying the barrels and tanks triggers the jeep to make a suicide bombing run 
straight into the Soviet compound, where it strikes a fire turret and causes a real fire. It's nice to be rid of that pesky 
fire turret, but there are two more waiting for Tanya at the western edge of the base. There are some tempting targets 
here, including a sub pen, but you'd better take care of the mission objectives before getting greedy. Ignore them for 
now, carefully moving Tanya around the fire turrets, and toward the bridge to the northwest. 


Mission 3B: Chew on This! 


Pick off the soldiers as they appear, keeping a wary eye on the trees for hidden threats. Knock out the northwest 
bridge, then turn to the south. Tanya can skirt around the flame turrets to blow the bridge that lies to the south- 
west of the base, but eventually, you'll want to play the hero and blow up every red structure on the map. The 
flame balls shot by the turrets are slow, but Tanya will take at least one hit before she can set off her detonator. 
That's okay, because she can survive one hit. Just don't let her take a second blast of flame. Keep the medic with 
her to administer some quick first aid, and move Tanya toward a turret from one side. Don't let her get within 
range of two turrets at the same time, or she'll be toast. Take them on one at a time, keeping the medic close by. 
This way, Tanya can take out the turrets and live to tell about it. 


Once you eliminate the turrets, nothing else on the map poses a real threat to Tanya. A Soviet transport plane will 
drop a handful of soldiers into the area, but Tanya can take them out with her eyes closed. Now you can take your 
time and have some fun blowing things up. Hit the bridges first, of course, since they represent your primary mis- 
sion objective. 


There is a second medic held captive at the northwest corner of the map. He's surrounded by barrels and will be 
killed if Tanya detonates them before he's moved to a safe distance. 


Finally, there are two more bridges to the northwest of the second medic. Despite the presence of a few Soviet 
tanks, Tanya should have no problem destroying the bridges. 


Mission 3B: Chew on This! 


MISSION BRIEFING 


Remember the road you cleared for that convoy? The Soviets are back in force, trying to take this key pass through 
the mountains. The Allies can't let that happen, so your job is to build a base and destroy the Soviet threat. The 
Greek front is collapsing, and Germany seems ready to fall. If we lose this pass, the Allies may well lose their fight 
for freedom. 


MISSION SUMMARY 


<> Build defenses quickly to fight off relentless attacks 
<> Secure ore fields to fund construction of bases and units 


<> Protect bases while you go on the offensive 


How To WIN 


This is your first true test as an Allied commander. You must build a base in an extremely hostile area, then defend 
it against vicious Soviet attacks. Next, you must pump out enough men and machines to destroy the powerful 
Soviet contingent, all the while protecting your base from counterattacks. 


The first few moments are chaotic, but you must keep your wits about you, as you fight off the limited Soviet forces 
and establish a base. The initial Allied presence is near the northeast corner of the map, where you'll find a small 
base and a small contingent of infantry. They will come under attack immediately from a small Soviet force. At the 
same time, a second group of reinforcements shows up southwest of the original entry point. Put all units into 
guard mode by first selecting all units (E key), then executing the G key command. While your units are fighting off 
the Soviets, move toward the large clearing bordered on the north by an ore field. 


While you're building the basics for your base in the clearing (power plants, an ore refinery, and barracks), deploy 
mixed groups of units at the vulnerable points in the area. The clearing is bordered mostly by impenetrable ridges, 
so you should concentrate your forces to defend the openings in these natural barriers. 


After eliminating the immediate Soviet threats, advance your defensive perimeters to seize the ore fields to the 
north and south of the base. You must hold these fields and allow your ore trucks safe access. Build a weapons fac- 
tory and start cranking out tanks. Build a second refinery as soon as possible to keep those credits rolling in. 


A large enemy base looms in the northwest corner of the map—that’s where the serious Soviet attacks will origi- 
nate. Move the mine layer to the small ore field just north of your base, then deploy the mines in the two openings 
to that field. 


Mission 4: Deadly Deja Vu 


Next, establish a strong perimeter defense, using pillboxes. Build the camouflage pillboxes, if you think you can 
afford them. Situate turrets to concentrate fire on the natural choke points created by the openings in the ridge. 
The Soviet attacks will keep you busy for awhile. Use bookmarks to return quickly to hot spots, and dispatch 
medics to the three or four infantry platoons you should have guarding the base. Use at least two groups of two or 
three tanks each to take on the Soviet armor that will roll in from the north and southwest. Remember, the main 
body of the Soviet force is to the northwest, so keep a heavier concentration of your defensive units there. You'll 
be kept busy for quite awhile just holding off the Soviets. Those air strikes won't last forever—it just feels that way. 


Keep the ore trucks working. Build two refineries, and attach at least two trucks to each. Eventually, you'll out- 
produce the Reds, and then you can go on the offensive. When the Soviet attacks have slowed, assemble an assault 
force. Slowly advance to the south, securing the small ore field in the southeast corner for your harvesters. You 
should now control most of the eastern half of the map. Now, let's give the Soviets some of their own medicine. 


Assemble two forces: one to the south, and a larger contingent to the north of the base. Order the southern force 
to move west. The initial target should be the Soviet harvesters working the large ore field in the southwest corner. 
Destroy any harvesters you find there, and secure the field. Now, move that force northward, toward the big Soviet 
base. Launch an attack from the north, forcing the enemy to respond. Keep pumping out a balanced mix of rifle 
infantry, rocket soldiers, medics, and tanks. You now have the upper hand, but the Allies are still going to suffer 
heavy losses. 


Once you're able to pressure the main Soviet base, both from the east and from the south, it's a matter of time 
before you overpower it and destroy all resistance. 


Crank out 10 or more rocket infantry to defend against attacks from Soviet Yaks. You can't build a radar dome in 
this mission, so these rocket soldiers are your best option. 


Mission 4: Deadly Deja Vu 
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Mission SC: For King and Country B69 


MISSION BRIEFING 


Allied command has obtained the services of an undercover agent to lead a daring raid to rescue Tanya, who is being 
held captive by the Soviets on a remote island. Direct the spy into a weapons factory, where he will attempt to com- 
mandeer a truck to infiltrate Tanya's prison. Breaking Tanya from her cell will trigger the deployment of an Allied 
assault force, which you then must command in a mission to take over a small Soviet base. From there, you will build 
your forces and sweep the Soviets off the island. 


Mission SUMMARY 


<> Watch, wait, and move to get the spy to the weapons factory 
<> Turn Tanya loose on radar and SAM sites 


<> Protect those engineers, so they can do their job 


How To WIN 
Mission SA 


The Allied Spy: This fellow doesn’t even carry a gun, but he sure does look good in that tux. And he’s so clever that 
he’s invisible to all units—except for those darned dogs. You must direct the spy into a weapons factory, but you 
can't be in a hurry. The timer is set to 30 minutes; plenty of time to get the job done. Attack dogs are everywhere, 
and you don't want to get blood all over that nice tux. Just wait for your chance, then move when the dogs trot off in 
another direction. Move him as far as you can while no dogs are looking his way, but be prepared to stop him in his 
tracks when dogs approach or turn toward him. Use trees for cover, but remember, those concrete barriers won't 
hide your spy at all. 

Once you get the spy into a weapons factory, you get to sit back and watch the show. The ol’ boy will commandeer a 
truck and drive across the island to the radar dome and SAM missile sites, where Tanya is being held captive. You'll 
see Tanya break free of her captors. The spy? The spy is probably floating in a rescue raft somewhere, wrapped up in 
the arms of a beautiful woman. 

Now, let Tanya do her thing, blowing up the SAM sites and the radar dome, then picking off any foolish Soviet troops 
who come to investigate. When she’s destroyed the last SAM site, a Chinook helicopter will arrive to whisk her off to 
safety. When Tanya enters the chopper, an Allied invasion force will arrive at the same spot where the spy began the 
mission. Don't order Tanya into the helicopter right away. Instead, move her cautiously into the base, picking off the 
troops and dogs that respond. The tank represents the only threat to Tanya, so order her to blow up as many struc- 
tures and kill as many units as she can until the tank shows up. Then, get her into the chopper. 

When the reinforcements arrive, roll these forces right into the small Soviet base (the same one the spy infiltrated). 
Leave the engineers on the beach and out of harm's way; you'll need them to take over some Soviet buildings. Keep 
your artillery to the rear, so they won't take any fire. Opposition at this base is pretty light, so just concentrate your 
fire and wipe ‘em out, taking care not to destroy the buildings. 
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Once the fighting is over, call up your engineers and start taking buildings. Order two or three units to fire on a build- 
ing, then select that structure with the cursor, so you can monitor damage. When the bar gets into the red, order the 
units to cease fire, and direct an engineer to enter the building. The structure will turn a lovely shade of Allied blue, 
but you lose the engineer. Make sure to take a barracks, so you can train some more engineers to take over the 
entire base. 

Now that you have a foothold on the island, the mission turns into the basic ore-gathering, base-building variety. 
Trouble is, there's very little ore on the island. There's a small field, with a few gems, just to the southwest of your 
new base. Get a harvester working that field and start building infantry and tanks. Use the service depot to repair 
vehicles damaged in the base assault. 

When you've exhausted the ore field and spent all the credits building an assault force, it's time to roll. The direct 
route to the main Soviet base is due south, across the ford in the river. A second access to the base lies across a 
bridge to the southeast. Split your forces, and direct one through the ore field to the southeast, where you'll find a 
Soviet harvester working. Destroy the harvester to put a squeeze on enemy production, secure the field, and put your 
own harvester to work there. 

Now, send the second force south across the river for a frontal assault on the base. Order the other contingent to 
cross the bridge, attacking the base from that direction. Use credits from the captured ore field to build reinforce- 
ments to support the two-pronged attack. The base is defended by one of those nasty Tesla coils, so don't just rush 
madly into the base, or you'll waste a lot of good men. Use your artillery to stand off and shell the Tesla coil while 
your main forces open fire on any Soviets that move out of the base. 


After destroying the Tesla coil, sweep into the base from both directions in an all-out blitzkrieg. You're in for a brutal 
battle, but you'll emerge victorious if you keep your forces grouped for coordinated attacks. 


Mission 5B 


It's a bit trickier to get the spy into the smaller base in this mission variation, and you only have 15 minutes to do it. 
The place is crawling with bloodthirsty dogs. Take your time, moving the spy short distances whenever the dogs 
aren't nearby. Use trees for cover whenever possible. When you get the spy into the weapons factory, you'll see the 
same daring rescue mission. Use the procedure outlined in Mission 5A, and set Tanya to work blowing up the SAM 
sites. Once again, let her destroy everything she can until she comes up against armor. Then get her to the chopper. 
When your reinforcements arrive, mount an immediate assault on the smaller Soviet base. Then use the engineers to 
take over buildings. Put a harvester working the small ore field southwest of the base. The prize, though, lies east of 
your new base—a larger ore field with a significant deposit of precious gems. You'll have to fight the Soviets for this 
one, so assemble a mixed force of infantry and armor to secure the field. Put a second harvester to work here, and 
be prepared to fend of Soviet counterattacks. 


With the credits rolling in from two ore fields, build an assault force until you run out of money. Then, mount a mas- 
sive attack across the bridge into the Soviet base. Once again, keep your artillery in the rear. 


Mission 5C 


The objectives here are the same as in the other variations. You have 30 minutes to get the spy into the weapons fac- 
tory, and there are fewer dogs for him to slip past. The spy will drive the truck all the way to the southeast corner of 
the map, where he'll free Tanya right in the middle of a large installation of SAM missile batteries. Put her to work 
destroying the six SAMs, but watch out for the missile launcher. 


After Tanya does her job, the tactics are the same as in the other variations of this mission. You have a good-sized 
ore field to harvest, running north-south, just southwest of the base. The richer field lies southeast of your base, but 
it is perilously close to the Soviet base. Try to get a harvester working this field, especially the rich deposit of gems at 
the southern end of the field. Taking and holding this field will be costly, but if you can get the credits from those 
gems, then you can build an overwhelming assault force. 
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Mission 6B: Naval Exercise 93 


MISSION BRIEFING 


You've been ordered to obtain top-secret information on the Soviet weapons project code-named Iron Curtain. 
Establish an island base, then get a spy into a tech center in the Soviet base across the gulf. After the spy has 
escaped with the intelligence, mount an assault to destroy all Soviet units and structures in the sector. 


Mission SUMMARY 


<> Capture small Soviet base south of entry point 
<> Assemble sizeable naval force to clear out Soviet subs 


<> Launch massive invasion to destroy main Soviet base 


How To WIN 
Mission BA 


Your first task is to secure the island on which you are deployed. Build your construction yard immediately, then 
set a harvester working the ore field to the west. The area around your base has strong natural defenses, thanks to 
the ridges to the south. Beyond the opening to the south lies a small Soviet base, equipped with barracks, a radar 
dome, and a few tanks. It's guarded by a pair of flame turrets. 

Don't invest too many credits to defend your base from ground attacks, since the Soviets aren't strong enough on 
the island to mount an all-out attack. Build rocket soldiers to ward off Yak attacks, then establish defensive posi- 
tions along the southern opening to your base, and at the southern end of the ore field. Focus on building tanks, 
along with a couple of medics, while you hold off Soviet attacks. You'll also need a couple of engineers to capture 
Soviet installations. 

Move two pairs of tanks into stand-off range to knock out the flame turrets, making sure to keep your infantry 
units out of the range of their flame balls. With the flame turrets destroyed, roll into the Soviet base, wiping out all 
opposing units. Try to save the barracks, so you can take it with an engineer. 

Now shift into high gear base-building, with a couple more refineries to harvest the rich ore fields to the southeast 
of your original base, and to the east of the captured Soviet base. You'll still be harassed by Soviet air strikes, so 
build a few AA guns. Build two naval yards in the bay at the southern edge of the captured base. Then quickly build 
gunboats to ward off the submarine attacks that the Soviets will quickly launch. Two torpedoes will sink a gunboat, 
so you'll need to keep pumping them out. Use gunboats to establish a naval picket against the subs, pushing farther 
to the east each time you defeat a pack of subs. You must protect the naval yards from the subs. 

When your naval yards are protected, build a transport and a spy. With three or four gunboats as escorts, send the 
transport containing the spy to landfall at the southern end of the big Soviet base. There are a few dogs to avoid, 
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but if you can get the spy safely ashore, he should have little trouble evading the canines and getting into a tech 
center. 

Now comes the fun part, Commander. Assemble a massive invasion force and take the main Soviet base by storm. 
While you're building the transports, APCs, tanks, and troops of your assault force, build another spy and see if you 
can get him into the Soviet sub pen. Once he’s infilatrated the pen, the Allies will receive sonar pulse capability 
that will reveal all Soviet sub activity in the sector. 


You have two choices for landing your invasion force: near the sub pen due west of your island, or in the bay 
around the northern end of the island. The sub pen is defended by a Tesla coil, so that's out. The northern landing 
zone is fairly clear, except for the subs that will pop up when your fleet approaches. Let the gunboats tangle with 
the subs, while the transports race for the shore. 


Keep one or two transports full of engineers behind the main invasion force. Land them when you've cleared and 
secured the beachhead. Once your main force has moved into the interior of the island, use the engineers to take a 
few key Soviet buildings, including a weapons factory and barracks. Your credits on the home island are good here, 
too, so you can crank out men and machines right in the Soviet back yard. 


Remember; Don’t abandon production just because you make a successful landing. Keep cranking out units, both in 
your home base and, hopefully, in your new foothold in the Soviet base. You should have plenty of ore back home 
to fund continued production of units and transports to ferry them to the front. In addition, re-assemble a gunboat 
fleet, building more if you can, to make an attack run on the sub pen. You'll have to hunt down and kill every sub 
on the map to meet the mission requirements—even after you've destroyed all forces on the island. 


MISSION 6B 


The objectives are the same, but 6B offers a much more difficult tactical situation, at least initially. Your forces are 
stuck on a tiny penninsula, linked by a narrow land bridge to the main island that contains the first Soviet base. 
Attacking forces are channeled onto this bridge, making the area easier to defend, but you don't have enough room 
to build a decent base. In fact, you'll have to hunt a bit to find room to deploy the MCV. 


You need some room, so strike immediately northward, across the land bridge. Move your two gunboats north, and 
wait for the first wave of troops from the base to make their way toward the land bridge. When they reach the 
sandbag fortication on the Soviet side of the bridge, order the gunboats to open fire on the barrels. The fire storm 
will consume everything at the fortification, except for a lone tank. Turn the naval fire on the tank and order your 
force north. You should be able to survive this first firefight relatively unscathed. Now you'll have some room to 
build a base on the main island. 


Trouble is, your new base is directly adjacent to the Soviet camp, and though it's a pretty weak base, you'll still 
have to build quickly. Send a harvester to the rich field to the south, back across the land bridge you just fought 
your way across. Build some more rocket soldiers to defend against air strikes, then crank out at least four tanks to 
take out the flame turrets defending the Soviet base. Knock out those turrets, build some engineers, and take the 
enemy base. 


Once you've kicked the Soviets off your island, start assembling an invasion force. It's a little more challenging to 
get a spy into a command center on the main Soviet island. Your only clear landing zone is on the finger of land 
that extends southward, just east of the sub pen. The dog guarding that area doesn't seem to want to move. Here's 
a solution: Send a lone gunboat around the land finger and into the bay that lies to the north. You should be able 
to get the boat within range of the dog and blow him to doggie heaven. It sounds like overkill, but it will work. 


The assault on the island fortress works much the same as 6A, except you have several Tesla coils to worry about. 
You can't build artillery in this mission, so get ready to lose some tanks to those nasty coils. Use tanks in pairs to 
attack coils, and keep reinforcements coming from your base. 
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Mission 7: SUB-versive Attack 


MISSION BRIEFING 


Your leadership in the last mission has dealt a blow to the Soviet's Iron Curtain research. An intercepted commu- 
nique now traces the project to a Soviet base in Bornholm. Capture the enemy radar dome, then assemble a strike 
force to destroy the huge submarine pen. 


Mission SUMMARY 


<> Move quickly to capture radar dome 
<> Build defense while establishing inland base 


<> Attack Soviet base by land and sea 


How To WIN 


This is a fairly straightforward base-building mission, but it requires a massive assault to get to those sub pens. 
Gunboats alone can’t do it, so prepare for a two-pronged attack from land and sea. 


As the mission opens, you need to get your initial forces off the beach quickly, eliminating the light opposition and 
pushing inland to the southeast. Build a base right away. Put a harvester working in the ore field that stretches 
north-south from the base. Build two barracks, and start cranking out mixed infantry. 


If your tanks survived the fight on the beach, then you should waste no time striking toward the small Soviet base 
to the southeast. You must capture the radar dome there, and the small camp is lightly defended by a flame turret, 
a V2 rocket launcher, and a couple of tanks. By taking it now, you can establish a forward base early to keep the 
pressure on the main Soviet base. Besides, you gain access to the rich field of gems and ore that lies just east of 
your second base. 

After capturing the radar dome and establishing a base there, concentrate on building a solid defense. You'll be hit 
hard by Soviet armor from the east. Also, air strikes and para attacks will be nearly constant. Build several AA guns 
in both base locations, and build turrets and pillboxes along the eastern perimeter, facing the main Soviet base. 
While strengthening your defense, build at least two naval yards adjacent to the first base. Start producing an 
armada of gunboats to go after the subs that will pop up constantly along the northern coast. You'll lose many gun- 
boats, but remember the technique for sub-hunting: Keep the boats moving to miss some of the torpedoes. Once 
you get past the subs in the north, order the boats to shell everything in sight, but watch out for that Tesla coil on 
the northern coast; it'll make short work of an entire fleet of gunboats. 

While your gunboats keep the commies busy in the north, attack eastward from your inland base, hitting the 
Soviets with everything you have. Use two weapons factories and a service depot at the forward base to keep fresh 
tanks rolling in. Group your tanks for attacks on the Tesla coils, while infantry and rangers move past the coils to 
take on Soviet units. 

Realistically, destroying the sub pens means wiping out the entire Soviet base. You probably won't be able to keep 
enough gunboats in the water to threaten the pens, at least not without land-based support. When you've destroyed 
the bulk of the resistance, send a fresh group of tanks, supported by the gunboats, to take down the sub pens. 
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MISSION BRIEFING 


The Soviets are attempting to shut down our Chronosphere research. You are to restore full power to the research 
facility and protect the base until a vital experiment can be conducted. The timer indicates when that experiment 
will take place. The facility must be fully powered at the time of the experiment or the entire project will be lost. 


Mission SUMMARY 


<> Blast your way to the besieged research facility 
<> Build defenses and redundant power supply 


<> Use mine-layers to keep Soviet armor at bay 


How To WIN 
MISSION 8A 


Your immediate objective is to move your invasion force to link up with and support the research facility. Before 
you move these units, however, go to the Allied base and begin repairs to the Chronosphere complex and any 
power plants that are damaged. You'll have to get your MCV into the complex and deployed before you can build 
the plants necessary to bring up total power. 


Don't waste time being precise; you need to get your forces to the research facility as quickly as possible. Order 
your tanks straight into the teeth of the Soviet armor. Keep the armor to the rear, just close enough to shell enemy 
units, and keep the mine-layers completely out of the action. Don't forget the destroyers. Move them to within 
range of the Soviet missile launchers and open fire. 


When you reach the base, deploy the MCV and start building advanced power plants. When the facility powers up, 
start repairing your damaged armor and build a weapons factory. Don't stop building power plants just because 
you have electricity now. You need to build a cushion of redundant power plants, since they'll be under constant 
bombardment. 


Mission 8A,B: Keep the Chronosphere Online 


Check frequently for damage to the Chronosphere and the AA guns protecting it. Build a few more AA guns to guard 
both the Chronosphere and the row of power plants. Keep plenty of mixed infantry close to the Chronosphere to 
fight off the paratroopers that will drop in to hit it. 


Your mine-layers are a real asset here, since access to the base is squeezed by ridges into a narrow opening to the 
east, and a larger opening to the north east. Lay double rows of mines across each opening, returning the mine-lay- 
ers to the service depot for rearming. 


A pair of turrets guards each entrance to the base, but another pair at each entrance will strengthen your defense. 
You must not let Soviet armor breach your defenses, or the Chronosphere will be lost. 


Mission 8B 


These missions are very similar, with the location of the bases the only significant difference. Access routes to the 
Allied base aren't as narrow as they are in Mission 8A, so minefields won't be quite as effective. You'll have to 
invest in more pillboxes and turrets. Place them at the southern and southwestern entrances to the base. 
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MISSION BRIEFING 


The Soviets are deep in a research project involving atomic weapons. If they are able to develop this horrific tech- 
nology, all our valiant struggles may be for nothing. A top research scientist, Vladimir Kosygin, has signaled his 
desire to defect. Your job is to infiltrate the Soviet compound at Riga, where Kosygin is waiting in the command 
center. Get a spy to Kosygin, then get him safely back to your base. 


Mission SUMMARY 


<> Use rich deposits on island to build a strong, well-defended base 
<> Build 4-5 naval yards to crank out an armada of destroyers 
<> Defeat subs, destroy sub pen, then shell everything within range 


<> After dogs are dead, move spy into command center 


How To WIN 


To get the spy into the command center and reach Kosygin, you'll have to blast a clear path with as much naval 
firepower as you can muster. The island on which you landed is brimming with rich desposits of minerals and gems. 
Build the basic basics, then get two or three harvesters working. Concentrate on building defenses against air 
strikes — a radar dome and several AA guns. 


The Soviet base sprawls across a large island due north of your base. The island is teeming with danger: rocket 
launchers, Tesla coils, flame turrets, attack dogs, and packs of submarines. 


After establishing a base defense — including some infantry on the interior to deal with downed pilots and para- 
troopers — put on your admiral’s cap and start building a fleet. Crank out as many destroyers as you can afford; 
the more you have, the easier your job will be. Start with at least four destroyers, and make an initial strike against 
the submarines. They are waiting to pounce just beyond the entrance to the bay where the sub pen lies. 


You'll probably lose all your destroyers on this first strike, but you should be able to knock out most of the subs. 
Make sure to maneuver the ships so that each one is able to hit the same target with depth charges. As you build 
additional destroyers, move them north to a safe point near the bay. When the first wave is destroyed, hit immedi- 
ately with a second. This time, you should be able to finish off the subs and go after the sub pen to eliminate the 
underwater threat. 
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Mission 9A,B: Defector Detector 


Get cranking on an invasion force, with the usual mixed bag of infantry and armor. Bring up every destroyer you 
can build, filling the bay with them. Order them to open fire on the most dangerous targets first: Tesla coils, rocket 
launchers, and flame turrets. Also make sure to get those dogs. The destoyers’ missiles won't be able to reach the 
interior of the base, but they can blast enough of an opening to allow the spy to get into the command center. 


NOTE: IF ONE OF THE SMARTER DOGS STAYS JUST OUT OF RANGE OF THE 
DESTROYERS, MOVE THE SPY CLOSE ENOUGH TO CAUSE THE DOG TO ATTACK AND 
MOVE INTO RANGE. NOW OPEN FIRE. JUST DON’T MISS, OR THIS SPY WON’T LOVE 
You. 


As the spy is making his way to the command center, unload your invasion force. With the perimeter defenses shat- 
tered, you can roll into the heart of the base. It'll be a bloodbath, but you can conquer the base. Just make sure to 
keep a clear path to allow Kosygin to escape and board a transport. 
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MISSION BRIEFING 


Thanks to Kosygin, we now know the location of the Soviet’s secret atomic weapons research facility. You must 
build a base, then assemble a strike force powerful enough to blast its way through the Soviet defenses, to the 
research facility. Take the facility off line first, then destroy everything in sight. 


MISSION SUMMARY 


<> Establish income and build strong defenses first 
<> Use gap generators to hide your base 


<> Build a huge assault force, including Apache helicopters 


How To LWIN 


No fancy naval maneuvers here—this is straight blood-and-guts ground fighting. This may be your basic base-build- 
ing mission, but you've still got your work cut out for you. The Soviet installation is massive and bristling with 
defensive firepower. Infantry and armor are spread far beyond the barriers of the camp, so you'll have to fight like 
hell just to get to the base. 


Fortunately, your entry point provides strong natural defenses for your base, and sprawling ore fields lie just east 
of your location. Get to work quickly, putting harvesters in the fields and building defensive emplacements on the 
perimeter. Your base area is protected by ridges on all sides, except for two openings: one to the east, and another 
to the northwest. Place your buildings so that you can build turrets and pillboxes to guard these openings. Send 
small, mixed forces outward from the openings, so you'll get a fair warning when the enemy attacks. 


When you exhaust the nearest ore field, you'll have to move your harvesters east to reach another field. Soviet 
forces are all around this field, which is bordered on the north by a river. More Soviets guard the bridge. Send a 
strong force of infantry and armor, escorted by an Apache helicopter, to drive off enemy units. Then put your har- 
vesters to work. 


Naturally, you've been assembling your main strike force all this time. Build everything you can, and spend all the 
credits you can amass, before launching the attack. You may want to split your forces in two. Send one command 
east, then north across the bridge to strike the smaller encampment in the northwest corner of the map. Order the 
other force due north from the camp, blasting through the loose defense and into the heart of the research facility. 
Either way, give ‘em hell, Commander. 


You've got attack helicopters and artillery in this mission, and you're going to need them both. Take advantage of 
the longer range of the artillery units to destroy Tesla coils and flame turrets. Then let the armor roll in to take on 
tanks and missile launchers. With the perimeter defenses destroyed, send APCs streaking in to unload the infantry. 


Don't be in a hurry. This will be a long mission, even if you win easily. Assemble the most firepower possible before 
you strike, then keep pushing reinforcements north until you've wasted every Soviet unit and structure on the map. 


And now for the hard part... 
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MISSION BRIEFING 


Okay, you've taken down the research facility. Now you must deactivate the control centers inside to prevent Stalin 
from launching his atomic weapons. This mission takes place inside the control center, and you'll receive no rein- 
forcements. Direct your engineers to deactivate each control panel. 


MISSION SUMMARY 


<> Protect medics and engineers 
<> Use spies to scout for control centers 


<> Keep medics together, so they can heal each other 


How To WIN 


You're inside the brain of Stalin’s atomic weapons facility, and this time you're on your own, Commander. With a 
handful of rifle soldiers, a medic, a team of engineers, and a pair of spies, you must disable each launch control 
center before the missiles reach their target. The fate of millions of innocent civilians rests with you. 


Your group begins the mission crowded into a doorway, and that’s where you should stay for a few minutes. It’s 
actually a strong defensive position. Until you get your bearings, just stay put and pick off the foolhardy Soviet sol- 
diers who come to investigate. Oh, and get their dogs, too. 


After the immediate area is clear, step out of the doorway and group your units. The engineers must stay out of 
danger at all times, since you need them to disable the control centers. The medics, too, must be protected at all 
costs. Send your spies off by themselves, in different directions, to find the control centers — they're the gray 
rooms with banks of computers. 


Send one minigunner due south, between the tanks. Two grenadiers will emerge from the south wall. Kill one of 
them, and Tanya will emerge to kill the other. You can now use Tanya to assist in eliminating dogs and troops. 


NOTE: You MAY BE TEMPTED TO SPLIT YOUR UNITS IN THE HOPE OF FINDING 
THE OBJECTIVES MORE QUICKLY. DON’T DO IT. 


Proceed cautiously, keep everyone healthy, and you should be able to get the engineers to each of the five control 
centers. Two are situated in the northwest corner of the complex; one is in the southwest corner; one is in the 
northeast corner; the last is east/southeast of your entry point. Once inside a control center, just move a techni- 
cian in front of the control panel that has a red light. 


The two control centers to the northwest are guarded by a flame turret, and unfortunately, these things work just 
fine indoors. Get an engineer to the first control panel to deactivate the turret. 
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Mission 11B: Come Sail Away 


MISSION BRIEFING 


The Allies have finally taken the war to the Soviet homeland, but heavy armor is slowing our drive into the U.S.S.R. 
Your mission is to build a base near Volga, then clear the way for our warships to move through. Expect heavy 
resistance. 


MISSION SUMMARY 


<> Base must reach eastern shore in order to build naval yards 
<> Build radar dome and AA guns immediately 


<> Attack Tesla island with massive armada of destroyers 


How To WIN 


Timid commanders don't win battles, so take a bold step and move your MCVs north and then east until you reach 
water. You need naval power to destroy the island fortress in the river. There only access to the river is well east of 
your starting position. In order to build naval yards, you must establish a base that can extend to the river. 


Push your armor and artillery ahead as the MCVs lumber toward the river. You'll run into a couple of mammoth 
tanks on patrol, so get ready for a quick fight before you can even catch your breath. You've got plenty of credits, 
so hold off on an ore refinery until you've built a radar dome and some AA emplacements. This base site puts you 
perilously close to the Soviet camp. Get started on some initial fortifications, including both pillboxes and turrets. 
Build a refinery and send the harvester to the ore fields to the south and southwest. Check your fortifications, 
adding some concrete barriers or another AA gun as needed. Build a second harvester, ‘cause you're going to need 
the credits to build a fleet of destroyers. 

Building naval yards here is tricky business. Subs will surface the moment construction is complete, and begin fir- 
ing torpedoes on the facility. Start building a destroyer, plus another naval yard, immediately. Also, move an 
artillery unit to the coast; you might get lucky and have a sub pop up within range. If the subs knock out the first 
naval yard — and chances are, they will — production of the destroyer will shift to the second one. By constantly 
producing destroyers (and naval yards, if they are destroyed), you will eventually clear out the subs from the 
immediate vicinity of the base. Move a line of destroyers slightly to the north, to screen any further sub activity. 


Now, begin assembling an invasion force, while you keep producing destroyers, and an occasional gunboat. Be 
patient here. Take the time to build as many units as possible, exhausting all the ore available too you, if necessary. 
When you head north, you'll want as much firepower as you can put together. 

Assemble the destroyers in groups of 4-6 for an attack on the island against its host of Tesla coils. The river is too 
narrow to effectively maneuver more ships and keep them on target. You'll lose plenty of destroyers, so keep pro- 
ducing them if you can, attacking the coils with wave after wave of warships. Coupled with the power of your 
destroyers, groups of 4-6 helicopters can destroy SAMs and coils. Ignore other targets; the ships must knock out the 
coils. Eventually, the sheer explosive firepower of your fleet will destroy everything on the island. 

With the coils destroyed, your destroyers can now inflict heavy damage on the heart of the Soviet base. Make 
turrets, tanks, and launchers your primary targets. Don't stick around enjoying the fireworks show. Get back to the 
base and assemble the invasion force you've been building all this time. With the destroyers giving Stalin hell from 
the river, now's the time to hit hard—right up the gut, with tanks, artillery, rangers, and infantry. 
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Mission 12: Part The Iron Curtain 13 


MISSION BRIEFING 


Intelligence reports indicate that the Soviet Iron Curtain is nearing completion — and the technology may be even 
more powerful that we have feared. You are to lead an assault on a suspected research facility, capture all technol- 
ogy centers, and destroy any Iron Curtain prototypes you find. 


Mission SUMMARY 


<> Build base while under constant attack 
<> Capture Soviet base in northeast 


<> Destroyers support assault on research facility 


How To WIN 


You'll be hard-pressed to establish a strong base while under nearly constant attack. The Soviets have two bases on 
the map: one in the northeast corner, and the research facility to the northwest. Both bases are well-defended, and 
both have forces extending southward. You can expect continuous attacks from armor, infantry and helicopters, 
from each direction. No one said it would be easy, commander. 


After deploying the MCV, put a harvester to work in the ore fields to the east. Start building fortifications— 

you're going to need everything: a radar dome and AA guns, along with pillboxes and turrets at the perimeter. Use 
the armor that came ashore with you to extend the base defenses outward — to the northwest at the crossroads, 
and to the east at the crossroads. More ore lies to the east, and you're going to need it. 


A service depot is critical here, so you can shuttle fresh armor back to both defensive locations. Build a helicopter 
pad and a second Apache. Their armor-killing Hellfire missiles will help defend against attacks on both sides of the 
base. Don't forget to defend the interior of your base with mixed infantry, since the Soviets will frequently drop 
paratroopers directly into the base. 


Once you're able to beat back the Soviet assaults, begin assembling an assault force of your own. Your first objec- 
tive: the Soviet base to the northeast. Start streaming mixed forces northward toward the base, beating back the 
Soviet presence as you go. Keep the reinforcements coming, because it'll be a bloody fight just to get to the base 
entrance. Once you've penetrated the initial defenses, bring engineers up to take over buildings in the base. When 
you've successfully captured the base, ramp up production by putting a harvester to work in the ore fields to the 
north. Then begin gearing up for the attack on the main base to the west. During the offensive against the north- 
east base, don’t neglect your own fortifications against attacks from the other base. 


Capturing the northeast base gives you access to the river, so start building destroyers. Build assault forces in both 
bases, then launch a two-pronged attack — across the bay from the captured base, and straight up the northwest 
road from your first base. With destroyers pounding the hell out of their fortifications and structures from the bay, 
you should be able to overwhelm the Soviet base. Be careful not to destroy a tech center, though. You need to cap- 
ture these to meet the mission objectives. 
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Mission 13: Race Against Time ii 5 


MISSION BRIEFING 


Congratulations, commander. By capturing the Soviet tech centers, you have revealed an underground weapons 
facility. Your job now is to eliminate the facility. Take a small force inside, and direct your engineers to set explo- 
sive charges on all generators in the building. The combined explosives should destroy the building. 


Mission SUMMARY 


<> Move engineers to control panels to disable turrets 
<> Keep engineers and medics out of danger 
<> Keep everybody healthy 


How To WIN 


Your limited forces begin the mission split into two groups; each with several rifle soldiers, a handful of engineers, 
a medic, and a spy. Each group is on its own for now, though eventually you'll want to combine forces for greater 
firepower, and to allow the medics to heal each other. 

You're racing against the clock to blow all the generators, but you still must be careful to keep your forces properly 
grouped and healthy. In general, keep the infantry in front, followed by the engineers and the medic. Use the for- 
mation command (F key) to keep them in that order. Form separate teams for the infantry and the non-combatants, 
so you can react quickly to threats. You may be threatened from the rear, and you'll need to move your combat 
units quickly to respond. 

The group in the corridor to the north is stuck, staring straight at a flame turret that will fry them all if they try to 
sneak past. The answer to their predicament is right there, beside them—and the technique is central to a winning 
strategy. Move an engineer to the control panel that's slightly inset into the wall. That will disable the turret guard- 
ing the room ahead. Move your soldiers into the room and clean out the Soviets on guard. When one of your units 
gets seriously wounded, pull him out and send him over to the medic for treatment. 

There's a second turret blocking the hallway ahead, and this time you're stuck, for a while at least. The disabling 
trigger is located east of your second group, to the south. The northern group will just have to wait for the other 
group to free them. Don't worry about these or other tanks inside the weapons facility; they won't fire on you. 
Since you're stuck here anyway, you might as well destroy them. 


The group to the south can work its way fairly steadily, clearing out the light opposition, disabling turrets, and set- 
ting explosive charges. This is slow and tedious work — and the clock is ticking. Just keep your units grouped, 
healed, and in formation. Try to draw enemy soldiers into corridors, where your concentrated fire is most effective. 
Rifle soldiers are easy targets. Grenadiers, though, pose a more serious threat. Use the X command to scatter your 
troops as much as possible. Pull units back immediately if they get wounded into the yellow. Target any approach- 
ing dogs right away — one lunge and you've lost a soldier. 

Look for a crate in the northern section. Open it, and you'll have three fresh infantry units. Other crates in this 
building will restore full health. And some reinforcing infantry will show up as you're setting charges. When they 
arrive, you'll have to decide quickly where they're needed most. There's a horde of enemy troops in the large room 
to the southeast, where you'll find a generator and a turret-disabling trigger. The original forces are probably too 
weak to take this room, so send the fresh troops. 


If you keep your medics and engineers alive, you'll eventually get to all the generators. The challenge is to get 
there before the clock runs out. 
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Mission 14: The Whole Enchilada 117 


MISSION BRIEFING 


This is the moment we've all been waiting for: the final assault on Stalin's headquarters. The once mighty Soviet 
Union is on the verge of total collapse, but we expect a desperate Stalin to throw everything he has left against us in 
his final, desperate defense. You are ordered to establish a powerful base and destroy every vestige of this evil 
empire. 


MISSION SUMMARY 


Protect thieves until they can get to silos 

Order Tanya to destroy buildings 

Put several ore trucks to work 

Build fleet of cruisers and destroyers in northern lake 


With support from naval bombardment, launch massive armor assault 


>>> > > 


Use Chronsophere to move vessels to southern lake in order to kill subs 


How To WIN 


The final Allied mission will provide the ultimate test for all the skills you've learned as a military commander. Your 
first challenge is to keep Tanya and her thieves alive until reinforcements arrive. Then, you must build the most pow- 
erful base yet, if you hope to destroy the remnants of the once mighty Soviet military. 


The Soviets rule the western side of the map with a sprawling base that stretches from the northern and southern 
reaches of the battlefield. Two lakes near the center of the map divide east from west, with land access between and 
to the north and south of the lakes. There's a large ore field in the northeastern section of the map, and a small 
deposit of gems along the southeastern edge. 


You've got plenty of tricky work to do before you can even think about building a base and taking on Stalin's elite 
forces. You've got to move quickly as the mission opens to keep Tanya and the thieves alive. The trio is surrounded 
by fuel barrels, and they'll come under fire immediately from advancing Soviet troops. Hit the E key immediately to 
select them all, then move west to get away from the barrels. After they've taken just a few steps away from the bar- 
rels, let Tanya open fire on the nearest troops. When she has taken out the immediate threats — and after the trio 
has survived the fuel explosions — select Tanya alone and move her slightly forward, leaving the thieves behind and 
out of harm's way. Did you notice the Soviet truck heading north? You'll have to destroy it, but you don't have time 
right now. 


Tanya's deadly .45 hand guns have a greater range than the Soviet soldiers. So let them come to her, picking them off 
one by one. Watch out for that guy hiding in the trees! When you've cleared out the units south of the Soviet base, 
you can pause a moment to catch your breath — and save the game. The small base is guarded by a Tesla coil and a 
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pair of flame turrets. Not even Tanya can take it by herself. Move her to the southwest of the base, alongside the 
lake. Order the thieves to move up, too, but keep them behind her. These guys are sinister, but they carry no 
weapons, so Tanya must kill anything that threatens them. 


NOTE: YOU CAN WIN WITHOUT THE THIEVES, BUT THE FEW THOUSAND EXTRA 
CREDITS THEY STEAL WILL GIVE YOU A NIGE HEAD START. KEEP TRYING THE 
MISSION UNTIL YOU CAN KEEP THEM SAFE LONG ENOUGH TO DO THEIR JOB. 


The western edge of the base is undefended, so move Tanya slowly into the camp. Destroy the power plants and 
anything else she can safely reach, but keep her out of range of the turrets and the Tesla coil. Watch out for that 
attack dog to the northwest. He'll sneak in behind Tanya, and go after the thieves. Put him to sleep now. 


NOTE: IT’S TEMPTING TO SAVE THE SOVIET STRUCTURES SO YOU CAN CAPTURE 
THEM AFTER YOU DEPLOY THE MGV. IT WON’T WORK. WHEN THE MCV DEPLOYS, 
ALL THE SOVIET STRUCTURES IN THIS BASE DISAPPEAR AND SEND MORE TROOPS 
INTO THE FRAY. ORDER TANYA TO BLOW UP EVERY BUILDING SHE CAN SAFELY 
REACH. 


The remaining Soviet installations — ore silos, barracks, and the turrets — now lie just east of Tanya's position. And 
there's that truck again, along with a Chinook chopper that just landed. Go ahead and have Tanya take out the 
chopper, so you won't have to deal with the troops inside. Now, order Tanya to open fire on the truck, but only 
with a few shots. When she destroys the truck, it'll leave a cache behind to trigger the arrival of Allied reinforce- 
ments. If Tanya takes out the truck in the middle of the base, the turrets and Tesla coil will prevent her from get- 
ting to the cache. 


Put a few bullets in the truck, and it will turn to the south and move out of the base. Have Tanya retrace her route 
into the base to intercept the truck south of the base. Now she can destroy the truck and capture the cache. Allied 
tanks, rangers, and an MCV will arrive south of the base. Move the units to the opening in the ridges leading to the 
Soviet base. Leave them there for now. The Soviets will launch a half-hearted attack from the northwest, but you 
can move the rangers up to dispose of that threat quickly. 


Don't deploy the MCV yet, because when you do, all hell will break lose. Now, let's get those thieves into the silos. 
The Soviet defenses will turn them into toast long before they reach the silos with a direct route, so you'll have to 
move them around the defenses; first north and then east. Barbed wire blocks their route in two places, so bring 
one tank to clear the way. The tank can avoid the Tesla coil and turrets to reach the barbed wire that blocks the 
northern road, where the power plants used to be. Blast a hole through that barricade, and move the thieves north 
along the road. Now, move the tank back north and then east, toward the silos. Blast a hole through the northern 
section of the wire guarding the silos. The thieves can now make their way to the silos without coming within range 
of the dreaded Tesla coil. Have them do their dirty work, stealing credits from two of the silos. 


With that bit of larceny out of the way, let the shooting begin. Position Tanya with her back to the lake, so she 
won't be surrounded by the soldiers that will pour out of the barracks and the turrets. Move the two rangers south, 
give them a group designation, and put them in guard mode so they can engage any troops that move north. Most 
of the Soviet units will go gunning for Tanya, though, so you should stick with her through this fire fight. 


Order the rangers to move south, into the Soviet base, and then immediately deploy the MCV. The Soviet structures 
will disappear and dispatch a horde of enemy soldiers. Return immediately to Tanya (a bookmark works well here), 
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and bring ‘em on. Cha-ching! Don't move Tanya forward; use her long range to your advantage and let the soldiers 
come to her. She can wipe out this entire force, though it takes some quick mouse work and a bit of luck to keep 
her alive. If you want Tanya to survive, you can't leave her to control any other units. She'll be swarmed and killed 
in seconds. You don't lose if she dies, but her .45s sure come in handy later. 


Good work, Commander! But that's only the beginning. Now you must build the most powerful base of the war to 
wipe the Soviets completely off the map. It's going to take awhile, so there's no need to rush. You've got a fat 
bankroll and plenty of undefended ore to collect. Remember, defense first. You can expect armored attacks from 
the south and north, and constant air strikes from the south. 


Get at least three ore trucks working the fields, and start building up your infrastructure. Build at least two 
weapons factories, two or three barracks, and at least one service depot. A radar dome and several AA batteries 
make a solid investment, since the Soviet air strikes will be almost continuous. 


You'll need to expand the base quickly, both north/south and to the west, to reach the shore of the northern lake. 
The Soviets can hit you in at least four areas, so you're going to need strong defenses in several positions. The 
mine layer is very valuable here, since attacking Soviet forces will be squeezed into narrow access areas, no matter 
where they attack. Use service depots to rearm the mine layers as you cover the access areas with mines. You can 
virtually deny Soviet access to the southernmost land bridge by cramming every mine there that will fit. That 
should allow you to relax defenses to the south, and concentrate your assault to the north. 


The Soviet base is actually made up of three camps, stretching north to south. From the north, the first two camps 

have heavier fortifications and armor, but the southern camp launches the air strikes. Whatever your attack strate- 
gy, you should concentrate initially on just one of the bases. Let's go after the northernmost base, even though it's 
heavily defended with Tesla coils and flame turrets. Here's why: 


The Allies have finally given you the mighty cruiser, and the big guns on this ship are your ace in the hole. There's 
no open sea here, but the lakes give you an opportunity to put those massive guns into action. Build a couple of 
naval yards in the northern lake. Build four or five cruisers, along with two or three destroyers. This land-locked 
fleet can wreak havoc on the Soviets. The cruisers can lob shells into the eastern end of the northern Soviet base, 
laying waste to the fortifications that guard the entrance. The destroyers, meanwhile, provide another layer of 
defense against air strikes launched against the Allied base. Both types of vessel can guard the land bridge to the 
south, badly mauling any Soviet forces that try to attack through there. 


NOTE: TO HARASS THE SOVIETS AND SLOW THEIR PRODUCTION, USE THE 
CHRONOSPHERE TO TRANSPORT A TANK NEXT TO AN UNESCORTED SOVIET ORE 
TRUCK. YOU MAY BE ABLE TO DESTROY THE TRUCK BEFORE THE SOVIETS CAN 
RESPOND. 


While your naval units are pounding the hell out of the Soviet fortifications to the north, amass a tank army that 
would have made Rommel envious. Other units will help (you should definitely have artillery support to the 

rear), but a mix of medium and light tanks is the surest way to hammer through the Soviet base. Attack the north- 
ern base with everything you can pull together — at least 20 or 25 tanks. While you're attacking, keep cranking out 
tanks and artillery. A couple of Tesla coils defend the interior of the base, so it may take two or three waves of 
armor to wipe out the base. 
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NOTE: DON’T FORGET TO MIND YOUR OWN BASE WHILE YOU’RE ON THE ATTACK. 
THE Soviet MIGS CAN DEVASTATE POWER PLANTS — OR WORSE, YOUR CON- 
STRUCTION YARD. KEEP YOUR CRITICAL STRUCTURES UNDER REPAIR, AND MAKE 
SURE YOU HAVE ENOUGH GROUND TROOPS IN THE BASE TO DEAL WITH ENEMY 
PARATROOPERS. 


When you've eliminated most of the opposing forces in the northern camp, bring engineers in to capture a few 
buildings, along with some infantry units to secure the base. Use the captured structures as building blocks, con- 
structing a weapons factory, barracks, and a service depot. Build another army of armor and launch an attack on 
the second Soviet base, to the south. Your cruisers can't bombard this base, so this will be a bloodier and costlier 
battle. But your ships can destroy any enemy units that stray east of the base. 


Once you've established production in the former Soviet camp to the northwest, you should be able to overwhelm 
the remaining resistance with a massive armored thrust. After you've destroyed the last Soviet resistance, take a 
moment to scroll around the map and inspect the torn, charred landscape. It's a beautiful sight. That, Commander, 
is ultimate and glorious victory for the Allies. 
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Welcome to Stalin's Army, comrade. This section of the manual will provide you with 
all the details you need to ensure your success. We will show you the positions of all 
enemy units and give you tips on how to defeat them. 


In all, there are 20 missions you can play as a Soviet Commander. However, you only 
need to complete 14 of these missions to win the game. Several missions have “vari- 
ants” you can choose from. For example, before the second mission, you have the 
choice between two different areas to attack. 


Each of these variants will give you a slightly or totally different scenario for that 
mission. Sometimes, the map will vary only slightly, and the objective will remain 
the same between the variants. Other times, you might find that the maps are totally 
different, as well as the objectives. 


TIP: ALWAYS TRY TO SAVE YOUR GAME SHORTLY 
@ BEFORE ACCOMPLISHING THE WINNING OBJECTIVE. 
THAT WAY, YOU CAN RETURN TO THAT POINT AND 
REPLAY THE OTHER VARIANTS FOR THE NEXT MISSION. 


Whichever variant you pick, you must win, comrade. Winning a mission advances 
you to the next mission in the sequence. Winning the 14'" mission will win the game. 


Please note the following, Commander: 


<> Several techniques and tactics will not be explained in detail within the walk- 
through. See the Military Strategy chapter for details on any tactics you are 
unfamiliar with. 


<> All games outlined in this section were played on the Normal setting. Playing 
on another difficulty setting can change the number of opposing units, and 
other factors that could significantly change the strategy needed to win. 


<> In most cases, each mission and variant has a separate walkthrough. When a 
mission's variants are very similar, they may be covered together. 


PLAYING, OPEN THE OPTIONS MENU. THE OPTIONS DIA- 
LOG HAS THE MISSION CODE NUMBER DISPLAYED IN A 
SMALL TYPEFACE (E.G., SGCUOQGEA). THE MISSION NUM- 
BER IS IN THE MIDDLE OF THE CODE (E.G., “O6”’). THE 
VARIANT IS AT THE END OF THE CODE (E.G., ‘‘A’’?). WHEN 
THERE !S ONLY ONE VARIANT, IT WILL ALWAYS BE “A,” 
THIS SHOULD ENSURE THAT YOU ARE READING 
THE CORRECT WALKTHROUGH FOR THE APPROPRIATE 
MISSION. 


@ TIP: TO FIND OUT WHAT MISSION YOU ARE CURRENTLY 
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Each mission lists for you the following details: 


Mission Map A complete map of the area where the mission will take place 

Mission Briefing What you must do to complete the mission and any intelligence on 
the enemy position and strength that is known. 

Mission Summary A short list of objectives to complete the mission. 

How to Win A blow-by-blow account of how to defeat the opposition and march 


onward to victory. 


NOTE: THE WALKTHROUGHS WERE ALL PLAYED WITH A PARTICULAR STYLE; 
NAMELY, THE AUTHOR’S. YOU MAY FIND THAT THIS STYLE DOES NOT SUIT YOUR 
STYLE OF PLAY—IN WHICH CASE, USE THE WALKTHROUGH AS A GUIDELINE, 
INSTEAD OF A SET-IN“STONE BATTLE PLAN. 


Let's get going, comrade. Stalin is not a patient man... 
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Mission 1: Enemies of the People 125 


MISSION BRIEFING 


Welcome to Stalin’s Army, Lieutenant. Your first task is to dispose of a handful of rebels who have blockaded them- 
selves in their village. Make them an example—kill them all, and destroy their homes. 


Mission SUMMARY 


<> Use Yak aircraft to destroy everything but the barrels grouped on the right and left. 
<> Blow up the remaining barrels to get Infantry reinforcements 
~ Take out the pillboxes across the bridge. 


<> Shoot a barrel and obliterate the village. 


How To WIN 


As the mission starts, the bridge into the town gets blown to bits. Never fear, Stalin has provided you with all the 
tools you will need. Use your Yak aircraft to mow down any rebel you can see, but avoid shooting any barrels. 


KEYS. THIS WILL HELP CONTROL THEM. SEE CHAPTER 1, RED ALERT BASICS, 


@ Tip: GROUP THE YAKS INTO ONE OR MORE “SQUADRONS” USING THE GROUP 
FOR MORE INFORMATION ABOUT GROUP KEYS. 


Once things have quieted down, shoot the barrels on the left side of the large grouping. This detonates half the 
barrels, and reveals a church. Send one Yak apiece to destroy each of the two groups of remaining barrels. This 
triggers reinforcements of five minigunners and five grenadiers. 


ING CRATE THAT WILL RESTORE ALL YOUR UNITS TO FULL STRENGTH. 
DESTROYING THE CHURCH USING ANY OTHER MEANS MIGHT DESTROY THE CRATE 
IN THE PROCESS. 


‘w) TIP: USE THE BARRELS TO DESTROY THE CHURCH. HIDDEN INSIDE IS A HEAL- 


Force one of your Yaks to fire into the uncovered area in the northeast corner of the map. This should ignite a 
large grouping of barrels, eliminating the only real threat to your foot soldiers. 


Have a single grenadier approach the bridge. This removes the shroud revealing two Pillboxes. Order the grenadier 
to destroy the Pillboxes by attacking the surrounding barrels. 


Finally, send a Yak into what remains of the village to attack any of the barrels. The resulting explosion will elimi- 
nate the Allies without putting your soldiers at risk. 
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PROTECTING THE ASSETS 
OF THE PEOPLE 


Mission 2A: Protecting the Assets of the People 127 


Notre: THIS IS THE UPPER OF THE TWO CHOICES YOU HAVE FOR THE SECOND 
MISSION, SCUO2EA. THE GOAL OF THIS MISSION IS THE SAME AS THE OTHER 
CHOICE, SCUO2ZEB, ONLY THE MAP IS DIFFERENT. 


MISSION BRIEFING 


Are you itching for action, comrade? Don't worry, you will get your share on the way to Berlin. For now, keep your 
wits about you and protect your base. If you get lucky, the Allies across the river will start some trouble. Respond 
appropriately... 


Mission SUMMARY 


~ Build suitable base defenses 


<> Scout area 
<> Destroy Allied Radar Dome 


<> Use reinforcements to annihilate remaining Allied structures 


How To WIN 


This mission will teach you some basic base-building skills, comrade. It will also teach you how to think on your 
feet and coordinate several tasks at once. 


The first thing you need to do is stop the Allied soldiers advancing on your base. Quickly have a Rifle Infantry blow 
the barrels next to the bridge west of your base. This will destroy the fleeing Allied units and eliminate the enemy's 
main path into your base. Send your Rifle Infantry and Attack Dogs north, and intercept any additional invaders as 
they cross the river. 


That done, build a Refinery north of your base, next to the ore field. Follow this with Barracks and a Power Plant. 
Now, strengthen your defenses by placing a Silo off the Refinery’s top left corner. This will allow you to build a 
Flame Tower near the river crossing. 


NOTE: A SINGLE FLAME TOWER SHOULD BE ALL YOU NEED TO HOLD OFF THE 
ALLIED ADVANCE. 


While you are busy building, construct two Yak aircraft for your Air Fields. Also, have your Rifle Infantry scout the 
immediate area for you. 
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Train a group of Grenadiers. Send them with your Rifle Infantry north and then west, over the river crossing. 
Support them with Yaks when necessary. 


NOTE: INITIALLY, YOU WON’T FACE MUCH MORE THAN A COUPLE OF RANGERS 
AND SOME ROCKET INFANTRY—EASY PREY FOR YOUR SOLDIERS IF YOU ACT 
QUICKLY. 


Eventually, you will need to build additional Silos to hold your ore; do so when prompted by the computer. Your 
northwestern scouts will soon run across the Allied base. Detonate the line of barrels they find to cause some 


destruction. Focus on the Allied Radar Dome and prepare to meet the enemy. Your attack will draw every available 
Allied soldier out of hiding. 


NOTE: WHEN YOU DESTROY THE ALLIED RADAR DOME, SOVIET COMMAND WILL 
SEND TEN GRENADIERS AS REINFORCEMENTS. WITH THESE TROOPS, COMRADE, 
YOU CAN SURELY PUT A QUICK END TO THE ALLIED BASE. 


Continue your attack on the base, leaving the Turrets for last. The Allied Commander will sell them, leaving only a 
few soldiers to deal with, instead of hardened gun turrets. 


NOTE: HAVE YOUR SOLDIERS RETREAT TO THE SAFETY OF YOUR BASE. THE 


FLAME TOWER SHOULD ELIMINATE THE REMAINING ALLIED RESISTANCE WITH 
EASE. 
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130 Mission 2B: Protecting the Assets of the People 


NoTE: THIS IS THE LOWER OF THE TWO CHOICES YOU HAVE FOR THE SECOND 
MISSION, SCUO2ZEB. THE GOAL OF THIS MISSION IS THE SAME AS THE OTHER 
CHOICE, SCUOQ2ZEA, ONLY THE MAP IS DIFFERENT. IF YOU ONLY PLAY ONE OR 
THE OTHER, PLAY THIS ONE, IT’S A BIT MORE FUN. 


MISSION BRIEFING 


Are you itching for action, comrade? Don't worry, you will get your share on the way to Berlin. For now, keep your 
wits about you, and protect your base. If you get lucky, the Allies across the river will start some trouble. Respond 
appropriately... 


Mission SUMMARY 


~ Build suitable base defenses 


<> Scout area 
<> Destroy Allied Radar Dome 


<> Use reinforcements to annihilate remaining structures 


How To WIN 


Immediately send a pair of Guard Dogs east to the nearby bridge. They will deal with any Allied soldiers crossing 
the river. After things settle down around the bridge, move a dog onto the bridge. This will keep the supply truck 
from crossing to the Allied camp, and reveal two turrets on the opposite end. 


BRIDGE. THIS WILL DEMOLISH THE BRIDGE AS WELL, STOPPING ANY MAJOR 


@ TIP: IT’S BENEFICIAL TO BLOW UP THE BARRELS ON THE OTHER END OF THE 
ALLIED ADVANCES. 


Move some grenadiers to the church, and destroy it. Hidden inside is a crate worth 2000 credits. The transport 
truck is also carrying such a crate. 


NOTE: BE CAREFUL WHEN DESTROYING THE CHURCH AND THE TRUCKS. TOO 
MUCH DAMAGE WILL ALSO DESTROY THE CRATES! 


Meanwhile, build an Ore Refinery, barracks, and a few Yaks for your Runways. Place a Flame Tower at each end of 
your base to guard against any further Allied incursions. 


NOTE: THIS BUILDING AND PREP IS NOT NECESSARY, BUT IT GIVES YOU EXPE- 
RIENCE BUILDING A SUCCESSFUL BASE. 
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OFFENDING COMMAND: JJJHGFB@ 


STACKS |... : : 
Group your soldiers, and explore northward, using Yaks as support. Cross the river, and move southeast toward the 
Allie-savelevel- 


Ignite the scattered oil barrels to destroy the Allied Radar Dome. This will trigger reinforcements of five minigun- 
ners and five grenadiers. 


NOTE: YOU MAY INSTEAD WANT TO ATTACK FROM THE SOUTH. A HEALING GRATE 
CAN BE FOUND IN THE SOUTHERN CHURCH. YOU WILL ALSO RECEIVE TWO MINI- 
GUNNERS AND THREE GRENADIERS AS REINFORCEMENTS WHEN YOU ENTER THE 


ALLIED BASE. 


Destroy the remaining structures, but leave the Construction Yard for last. Once the Construction Yard, Barracks, 
and War Factory are destroyed, your opponent will sell off his remaining structures. This can often result in your 


troops being surrounded and outgunned. 


Tip: DO NOT ATTACK THE TURRETS. ITS EASIER TO LET THE ALLIES SELL THEM, 
LEAVING YOU ONLY FOUR MINIGUNNERS TO DEAL WITH, INSTEAD OF HARDENED 


GUN TURRETS. 
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MISSION BRIEFING 


There is a spy in our midst. He has sabotaged our base and is trying to escape into the wilderness. Track him down 
and kill him before he can escape. You have 15 minutes before his pickup arrives. Do not fail. 


Mission SUMMARY 


<> Free soldiers from nearby farm 
<> Use Grenadier to blow up barrels and Pillbox 
<> Chase Spy from church to church 


<> Kill the Spy before the timer runs out 


How To WIN 


There's a group of Soviet soldiers, three minigunners, and two grenadiers hiding inside the farmhouse to the south- 
east of the ruined base. Use the Attack Dogs to kill the soldier and civilians outside the farm to free your comrades. 


Move the lone Grenadier south, alongside the plateau, but keep the rest of your units at a safe distance from the 
Pillbox. Lob a grenade into the barrels to destroy the Pillbox, so your troops can proceed. 


The spy will run away as soon as the pillbox is destroyed. Have an Attack Dog eliminate his rocket-touting escorts, 
but look out for the minigunner below. 


TIP: THERE IS A BRICK FARMHOUSE WITH A GRAY SHED NEXT TO EACH OF THE 
CHURCHES. DESTROY THESE HOUSES TO PICK UP A HEALING CRATE AND 
RESTORE WAR-TORN TROOPS TO FULL HEALTH. 


The spy heads west from here. Watch out for surprises as you pursue him. Allied soldiers, a minigunner, and three 
rocket soldiers, will pour out of buildings as you draw near. Have your soldiers kill the minigunner while your dogs 
rip the rocket soldiers to shreds. 


A transport picks up the spy and crosses the bay. Fear not, reinforcements of three minigunners and two 
grenadiers will be parachuted in when the Allied forces around the southern church are exterminated. 


Head back east, and then north. Approach the barricade from the left, and you'll only have to deal with one mini- 
gunner at a time. 
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TIP: LOB A GRENADE INTO THE BARRELS AROUND THE BARBED WIRE BARRI- 
CADES IN THE NORTHWEST AREA OF THE MAP. THIS WILL KILL MOST, IF NOT ALL, 
OF THE ALLIED SOLDIERS IN THAT AREA. 


From the next church, the spy will run west. Have your soldiers bury the minigunners, and give pursuit. 


TIP: BEWARE OF THE NEXT SET OF BARRELS. BLOW THEM UP FROM A SAFE 
DISTANCE, OR JUST HANG BACK UNTIL THEY EXPLODE. TWO ROCKET SOLDIERS 
HOPING TO PUT A QUICK END TO THIS FIGHT ARE WAITING ON THE OTHER SIDE. 


The spy is now trapped by the cliffs. Be sure to reach him before his transport out of the area arrives. 
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NOTE: THIS MISSION IS THE TOP (UPPER) OPTION OF THE TWO OFFERED FOR 
MISSION NUMBER 4. 


MISSION BRIEFING 


You have been doing well, and Stalin is pleased. Now for some real action. Destroy the Allied base in this area. It 
has become a problem for the cause. Cut off Allied communications first to slow their pace. 


Mission SUMMARY 


<> Build a base with suitable defenses 


<> Use new Spy Plane technology to locate the Allied Radar Dome 
<> Destroy outlying Power Plants and Radar Dome with paratroopers 


<> Using V2 Rockets and Heavy Tanks, obliterate the enemy 


How To WIN 


In order to survive in the field, Lieutenant, you must be able to balance offensive firepower with defensive capabil- 
ity. This mission will put that balancing act to the test. 


Start your base where the MCV enters the map. Use your Heavy Tanks to scout east and west to uncover fields of 
ore. Be careful not to encounter any Allied troops until you are prepared to defend yourself. 


NOTE: AVOID TRAVELING TOO FAR WEST, OR YOUW’LL RUN INTO THE ALLIES’ HAR- 
VESTER. ONE ACCIDENTAL SHOT, AND THE ENEMY WILL SWOOP DOWN ON YOUR 
ILL-PREPARED BASE. 


While building your base, begin with a Power Plant, Refinery, and Radar Dome. This will allow you to build an 
Airstrip; possibly the single most critical structure in this mission. Once the Airstrip is built, you'll have access to 
both the spy plane and paratroopers. These units are your key to destroying the Allied Radar Dome. 


Once the spy plane and paratroopers are charging, build a Barracks and a line of Flame Towers down the west side 
of your base. This will help end most Allied advances. Also build a War Factory, so you can pump out Heavy Tanks 

and V2 Rockets for base defense. You may want to build two Ore Refineries; one on either side of your base. There 
is plenty of ore on each side to keep both refineries busy. 
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_ TIP: YOU NEED TO ACT QUICKLY. IF YOU FOLLOW THESE STEPS, YOU SHOULD 

‘ NEVER HAVE TO FACE ANY OF THE ALLIED HEAVY REINFORCEMENTS. BY NOW, 
YOUR SPY PLANE SHOULD BE READY. HAVE IT SCOUT OUT THE NORTHWEST COR- 
NER OF THE MAP. YOU SHOULD UNCOVER THE ALLIED RADAR DOME AND A PAIR 
OF POWER PLANTS. HAVE YOUR PARATROOPERS LAND AT THE NORTHWEST EDGE 
OF THE FENCE AND ATTACK THE RADAR DOME. THESE FIVE SOLDIERS SHOULD 
BE ENOUGH TO TAKE OUT THE DOME. 


TIP: SPREAD YOUR MINIGUNNERS OUT, IN CASE ANY TANKS TRY TO INTERVENE. 
THIS WILL MAKE THEM MUCH HARDER TO KILL. 


Use pairs of Heavy Tanks to scout the area around you. You will notice that the area north of the river remains hid- 
den from your view. This is due to the Allies’ new Gap Generator technology. The Gap Generator maintains the 


shroud around everything nearby. Don't fret comrade, our strategists have a solution to employ against this tech- 
nology. For now, identify all the river crossings, especially those to the northwest of your base. 


TAINS A CRATE WORTH 2000 GREDITS. THERE !IS ALSO A HEALING CRATE HID- 


(w) TIP: THE CHURCH BESIDE THE RIVER (ON THE RIVER’S EXTREME WEST END) CON- 
DEN IN A NEARBY HOUSE. DESTROY THESE BUILDINGS TO OBTAIN THE CRATES. 


CAUTION: IF YOU CROSS THE RIVER AT ANY LOCATION, YOU RISK ALERTING THE 
MAIN BODY OF ALLIED FORCES. BE SURE TO HAVE ENOUGH ARMOR AROUND YOUR 
BASE TO ANSWER ANY THREAT THEY CAN MUSTER. FOCUS YOUR HEAVY TANKS’ 
FIRE ON ONE OPPOSING UNIT AT A TIME—YOU WILL FIND THAT YOUR TANKS ARE 
MORE THAN A MATCH FOR THE LIGHTER ALLIED UNITS. 


Now, use the Spy plane to scout out the upper northeast portion of the map. Deprive the Allies of the two Power 
Plants you find there, using your Yak aircraft and Paratroops. When possible, drop a group of paratroops into the 
area where the Power Plants stood, and circle westward to find the Gap Generator, which is now inoperative due 
to the loss of power. Scout as much of the area as possible with your paratroops. 


THIS SHOULD ALLOW THE EAST SIDE OF YOUR BASE TO OPERATE WITH LITTLE OR 


© Tip: BLOW THE BRIDGE BELOW THE GAP GENERATOR EARLY IN THE MISSION. 
NO ALLIED AGGRESSION. 


With the Gap Generators down, continue to use the Spy plane to reveal as much of the Allied forces as possible. 


ALLIES OF ORE, AND THIS MISSION WILL END MUCH MORE QUICKLY. JUST BE 
READY FOR RETALIATION. 


@ Tip: Now 1S A GOOD TIME TO ELIMINATE THE ALLIED HARVESTER. ROB THE 
Take two or three V2 Rockets and a handful of Heavy Tanks to the ledge where you found Allied Radar Dome. From 
here, your V2s should be able to destroy most of the Allied base. The Heavy Tanks should be able to stop any Allies 
that attempt to reach the Vas. 


Use a combination of V2 Rockets and Heavy Tanks to clean up what's left. The V2s can hit the Turrets and Pillboxes 
from a stand-off position, while your tanks protect the launchers. Use your Yak aircraft to support your effort by 
continuously strafing buildings behind enemy lines, concentrating on the Allied War Factory, where enemy rein- 
forcements originate. 
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MISSION BRIEFING 


You have been doing well, and Stalin is pleased. Now for some real action. Destroy the Allied base in this area. It 
has become a problem for the cause. Cut off the Allies’ communications first to slow their pace. 


Mission SUMMARY 


<> Build a base with suitable defenses 
<> Use new Spy Plane technology locate the Allied Radar Dome 
<> Destroy Radar Dome with Paratroopers to end Allied reinforcements 


<> Using V2 Rockets and Heavy Tanks, obliterate the enemy from the north 


How TO WIN 


In order to survive in the field, Lieutenant, you must be able to balance offensive firepower with defensive capabil- 
ity. This mission will put that balancing act to the test. 


Start your base where the MCV enters the map. Use your Heavy Tanks to scout East and North to uncover fields of 
ore. Be careful not to encounter any Allied troops until you are prepared to defend yourself. 


NOTE: THE BRIDGE NORTHEAST OF YOUR BASE LEADS TO A SMALL GEM FIELD. 
TAKE OUT THE PILLBOXES AND LIGHT TANKS FOR EASY ACCESS TO THIS CASH 
CROP. 


While building your base, assemble a Power Plant, Refinery, Radar Dome and Airstrip. This will give you access to 
the Spy Plane and Paratroopers. 


As the Spy Plane charges, build up your defenses with a Barracks, War Factory, and Flame Towers. Placing a vertical 
line of Flame Towers to the east of your base will stop most enemy attacks. However, you should stick two or three 
tanks and a V2 on both sides of your base, just in case. You may also want to scatter Grenadiers and Attack Dogs 
liberally around the area to protect your assets. 


4 Tip: YOUR V2 LAUNCHERS PROVIDE EXCELLENT BASE DEFENSE. PLACE THEM 
JUST INSIDE YOUR BASE PERIMETER (BEHIND THE FLAME TOWERS), AND THEY 
WILL LAUNCH AT ANY NEARBY UNIT. 


Eventually, you will find the Allied base by using your Spy Plane. The northeast corner of the base is under the pro- 
tection of the Allies’ new Gap Generator technology. The Gap Generator maintains the shroud around it and every- 
thing nearby. Don't fret, comrade. Our strategists have a solution to employ against this technology. 
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By now, your Spy Plane should be ready for its first run. Your first target, the Radar Dome, is in the extreme north- 
east corner of the map. Uncover it and drop some Paratroops in behind the dome. Use a loss leader to draw the 
Medium Tanks’ fire while your minigunners destroy the dome. So much for the Allied reinforcements. 


TIP: AS SOON AS YOU HAVE A SIZABLE FORCE, SEND SEVERAL TANKS AND A 
COUPLE OF V2S NORTH. THESE UNITS WILL PROTECT YOUR HARVESTERS AND 
DESTROY THE SURROUNDING VILLAGE. AT THIS TIME, BUILD A DIVISION OF SIX 
TANKS AND THREE V2 LAUNCHERS. SEND THEM NORTH AND THEN EAST, 
AROUND THE WATER. THE BRIDGE IS DEFENDED TOO WELL, AND WILL ONLY BE 
DESTROYED IN ANY MAJOR BATTLE THAT HAPPENS THERE. 


TIP: THE CHURCH TO THE NORTH OF YOUR STARTING POINT CONTAINS A CRATE 
WITH A HEALING ORB. USE IT IF YOU NEED IT. 


From the ridge you have just captured, you can easily rain V2 rockets down upon the Allied base. Take out the 
Power Plant first to deactivate the Gap Generator. While it is down, use the Spy Plane to reveal the rest of the 
base. 


SIX TANKS. THE TANKS WILL PROTECT THE V2S AND FINISH OFF ANY ALLIED 


@ TIP: PLACE YOUR V2S ON THE RIDGE, THEN BLOCK THE ENTRANCE WITH YOUR 
TROOPS THAT ATTEMPT TO RETALIATE. 


After destroying everything within range, roll your troops into the base from the west. Be sure to make use of the 
V2's long range. Meanwhile, rain fire down upon the east side of the base from the Radar Dome ridge. Kill them all, 
Commander. 
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MISSION BRIEFING 


Congratulations, Captain! May your career continue to be successful. The alternative could be, shall we say, deadly? 


Stalin's army needs food, comrade. Food that can feed armor — ore. The nearby island, Khalkis, contains much of this 
precious metal. Take it from the Allies at any cost. While you are at it, capture their Radar Dome, so we can monitor 
their progress in this area. 


Mission SUMMARY 


Build a base with suitable defenses 

Explore waterways using Submarines 

Scout out the enemy with Spy Plane 

Assault the northern Allied base and capture the Radar Dome 


Build Transports and several Heavy Tank divisions 


$$ oo o 4% 


Assault island from the southeast 


How To WIN 


This mission requires a show of sheer force, as well as some clever intelligence. Don’t worry, comrade, you have both 
at your disposal. 


Build your base immediately north of the southern ore field. Create a horizontal line of Flame Towers a good distance 
north of your base. As soon as possible, build a Sub Pen, and begin using your Subs to scout around the island in the 
middle of the map. 


CAUTION: BE WARY OF THE NORTHEAST CORNER OF THE MAP. THE ALLIED NAVAL 
FLEET IS CONCENTRATED IN THIS AREA, AND CAN MAKE SHORT WORK OF YOUR 
Suess. ALSO, LEAVE A FEW SUBS ON GUARD DUTY AROUND THE SUB PEN TO TAKE 
CARE OF THE OCCASIONAL ALLIED NAVAL INCURSION. 


When the southern ore field is depleted, build another refinery to the north, closer to the other ore fields. 
Continuously use your Spy Plane to reveal the Allied base on your shore, as well as the one on Khalkis. Meanwhile, 
build a suitable force of armor to advance against the Allies. 
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- CAUTION: DO NOT LAND PARATROOPS ON KHALKIS OR OTHERWISE ENGAGE THE 
ALLIED TROOPS ON THE ISLAND. THIS WILL PLACE THE ISLAND BASE ON ALERT, 
CAUSING IT TO GENERATE MORE DEFENDING UNITS. 


Ww AG 


Be wary of a new Allied strategy that uses specially trained soldiers to steal your ore and credits. These Thieves 
can be recognized by their distinctive uniforms. Build your Silos well behind your front lines to protect them from 
Thieves, and use dogs on guard duty to protect your Refineries. 


The only way to get armor and heavy troops to Khalkis is by transport. The only beach available to load your trans- 
ports is on the other side of the Allied base to your north. So, your first step is to crush the base and capture the 
Radar Dome. 


Take a squad of five or more Heavy Tanks through the front gate of the Allied base after first softening their 
defenses with V2s. Drop paratroops inside the base as a distraction for your tanks and Vas. 


YOUR INITIAL ASSAULT: LEAVE THE RADAR DOME STANDING, BUT DESTROY ANY 
OTHER STRUCTURES, ESPECIALLY MINE LAYERS. THE DOME NEEDS TO BE CAP- 
TURED AND, IF ALERTED, THE MINE LAYERS WILL MAKE TRAVELING THROUGH THE 
AREA VERY DANGEROUS. 


@ TIP: THERE ARE TWO IMPORTANT THINGS YOU NEED TO ACCOMPLISH DURING 


Send an engineer to capture the Radar Dome. In order for you to capture the dome, you will need to damage it 
enough to put its health in the red. Don't destroy it! 


Now your assault on Khalkis can begin. Use your Subs to clear the waterways and destroy the Allied Naval Yard. 
Build a second War Factory to speed production, and begin building a large division of Heavy Tanks and a handful 
of Transports. 


Load your tanks into Transports on the beach, and transport them to the beach on the southeast corner of Khalkis. 
By now, your Spy Plane should have the whole island revealed. Deploy your tanks and destroy everything. Be sure 
to focus fire on defending units, and use your Yaks and paratroops for support as needed. 


ie NOTE: YOU WILL RECEIVE AN MGV WHEN YOU LAND ON KHALKIS. THIS IS FOR 
OWE BUILDING A BASE ON THE ISLAND, BUT IT SHOULD PROVE UNNECESSARY. 


144 wW Mission 5: The More Ore, the Better 


Lu) 
Wn 
i) 
ok 
[a 
ee 
Lu 
9 


TRUCKS THROUGH 


" 
| 
. 
) 


Mission 6A: Get Those Trucks Through 


MISSION BRIEFING 


There is a special cargo that Stalin wants transported between two bases. It is your responsibility to see that this 
cargo arrives intact, Captain. Escort the two transport trucks through enemy lines to the northeast corner of the 
map. Forfeit either truck, and you will forfeit your life. 


Mission SUMMARY 


Keep convoy trucks safe 

Set up defensible base 

Scout areas with tanks and Spy Plane 

Build assault force of V2 Rockets and Heavy Tanks 
Assault Allied base from western ridge 


Use Submarines to clear river of Allied units 


$+ ooo 


Escort trucks across river passages to destination 


How To LWIN 


The straightforward approach is not always the best route, comrade. Our armor is vastly superior to the Allies. It 

may seem as though you can ram straight through them, and roll across the bridge to safety. However, one lucky 

shot from the nearby Allied Cruisers will end this mission quite abruptly! The Cruisers are also under strict orders 
to blow up the bridge if necessary, stranding you on the wrong side with wounded units. 


Instead, take your time and build up a sizable force to ensure victory. You do have the privilege of one of our 
MCVs, do you not? 


Move all your units around the plateau directly north of your starting point, and settle in the ore-rich valley direct- 
ly west of that same plateau. Follow standard hostile base building procedures: defenses first, mining facilities sec- 
ond. We've provided you with enough cash to last a while. 


4 TIP: MOVE THE TWO TRUCKS UP ONTO THE PLATEAU, AWAY FROM THE ACTION. 
THEY WILL BE RELATIVELY SAFE THERE. 
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Notice that you have a new structure at your disposal — the Tech Center. Building this structure will enable you to 
train a new unit of infantry, the Flamethrower. This new unit is devastating against other infantry, but equally dan- 
gerous to your own. If you choose to use these units, operate them in small groups away from other infantry. 


NOTE: MAKE SURE TO BUILD AT LEAST ONE AIRFIELD, SO YOU CAN TAKE ADVAN- 
TAGE OF THE SPY PLANE. 


Once you are secure in your new home and have a decent ore harvest in progress, begin building your armor divi- 
sion. Build several Heavy Tanks and a few V2 Launchers for long distance strikes. 


Meanwhile, operate pairs of Heavy Tanks as scouts. You will find an Allied base directly north of your position, 
shrouded by a Gap Generator. It is directly through this base that you will make your way, Captain. Doesn't this 
sound like fun? 


When you are ready, divide your forces into smaller groups: Five Heavy Tanks and two V2 Launchers make a formi- 
dable force. Advance close enough for the V2 Launchers to rain fire on the entrance of the base while the Heavy 
Tanks cover your Launchers from any Allied retaliation. Concentrate your fire on the Pillboxes and Turrets, your 
goal is to force the base to open wide, so your armor can be stuffed down its throat! 


TO RAIN V2S DOWN UPON THE ALLIED SCUM. TAKE A GROUP OF HEAVY TANKS 
ALONG FOR SUPPORT, AND BLOCKADE THE SOUTHERN ENTRANCE TO THE RIDGE 
FOR FURTHER PROTECTION. BLAST AWAY AT THE POWER PLANTS AND ANY 
OTHER STRUCTURES TOWARD THE REAR OF THE ALLIED BASE. HOWEVER, BE 
WARY OF ROCKET INFANTRY FROM BELOW. 


an 
@ TIP: THE RIDGE DIRECTLY WEST OF THE ALLIED BASE PROVIDES A GREAT AREA 


Once the base entrance defenses are down, have your Heavy Tanks blast through, devastating everything in their 
path. However, leave the Allied Construction Yard and a few Power Plants standing. We have special uses for them. 


Bring your Engineers north and capture the Allied Construction Yard and as many Power Plants as possible. The 
tide has turned, Captain. The day is now yours. 


JUST NORTH OF THE BRIDGE. DURING THE MISSION, YOU CAN DROP SOME PARA- 
TROOPS ON THE ISLAND TO DESTROY THE CHURCH AND RETRIEVE THE CREDITS. 


@ TIP: THERE IS A CHURGH WITH A CACHE OF 2000 CREDITS ON A SMALL ISLAND 
Destroy any nearby Allied units and build a Sub Pen in the river. Take a fleet of Subs south and destroy all Allied 
naval units you can find. Be sure to blow up the bridge and get any units on the south end of the river, as well. It is 
best not to take chances, comrade. Kill them all. 


TIP: SAVE SUBMARINES BY USING YOUR V2S TO ELIMINATE ANY LINGERING 
' DESTROYERS. 


Meanwhile, roll some armor across the passages to the other side of the river. Destroy any final, petty resistance 
thrown in your path, and roll the trucks onward to their destination. 
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Mission 6B: Get Those Trucks Through 


MISSION BRIEFING 


There is a special cargo that Stalin wants transported between two bases. It is your responsibility to see that this 
cargo arrives intact, Captain. Escort the two transport trucks through enemy lines to the northeast corner of the 
map. If you forfeit either truck, you forfeit your life. 


4 VARIANT. HOWEVER, ONGE YOU GET GOING, THIS MISSION BECOMES MUGH EAS- 


© Tip: THIS MISSION IS SIGNIFICANTLY HARDER AT FIRST THAN THE OTHER MISSION 
IER THAN ITS COUNTERPART. 


MISSION SUMMARY 


Set up a defensible base 

Keep convoy trucks safe 

Scout areas with tanks and Spy Plane 

Pummel Allied base into submission with V2 Rockets 
Build assault force using V2 Rockets and Heavy Tanks 
Take over Allied War Factory 

Build more Submarines and destroy all Allied naval units 


Clear bridge of hostile units 


$+ ooo oo o + 


Assist trucks across river passages to their destination 


How To WIN 


Allied troops have surprised our convoy, Commander. Get them out of there quick! Head northwest quickly, cover- 
ing all your units with the Heavy Tanks. Move your units between the two plateaus and set up your Construction 
Yard on the other side. Start repairing it immediately while you build a Power Plant and Barracks. Place the trans- 
port trucks near the trees to the east of this entrance — they will be safe there. 


The two plateaus create a convenient choke point, enabling your units to deal with the Allied forces one unit at a 
time. Finish off the last of the initial attackers quickly. 


‘di TIP: AVOID BUILDING STRUCTURES TOO FAR NORTH. THERE ARE ALLIED 
CRUISERS THAT CAN REACH FAR INLAND. WE WILL DEAL WITH THEM SHORTLY. 
FOR NOW, DON’T GIVE THEM ANYTHING TO SHOOT AT. 
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Keep your heavy armor at the front of your base, but use your APCs to scout the area around you. You wil find that 
you have set up in an ore-rich valley, with only one entrance. 


Meanwhile, build base defenses quickly. Place a few Flame Turrets at the choke point between the two plateaus. 


VALLEY. ONE CONTAINS 2000 CREDITS AND THE OTHER A HEALING ORB. USE A 
V2 TO BLOW UP THE TREE IN THE CENTER, AND MOVE A UNIT IN TO GET THE 
CRATES. 


@ TIP: THERE ARE TWO GRATES BEHIND THE TREES ON THE EAST SIDE OF THE 


Build a Refinery before you run low on cash, and begin harvesting the ore to your west. As soon as possible, build a 
Sub Pen in the northwest, and send out two or more Subs to take care of any Cruisers in the area. Leave at least 
two Subs directly north of your base on guard duty, just in case any other Allied naval units come looking for trou- 
ble. Also, build a War Factory and begin producing Heavy Tanks and a few V2 Launchers. 


When your cash reserves are replenished, build a Radar Dome and an Air Field. Start using the Spy Plane as soon 
as possible to reveal the Allied base southeast of your position. Take your V2 Launchers through the trees on the 
east side of your base, and up onto the ridge overlooking the base. From this vantage point, your launchers can 
begin devastating the base while remaining outside of any Allied unit's range. 


NOTE: THOUGH YOUR V2S MAY BE SAFE, THIS WILL SURELY CAUSE THE ALLIES 
TO ASSAULT YOUR BASE WITH RENEWED VIGOR. BE READY FOR THIS, COMRADE, 
BEFORE YOU BEGIN TO ATTACK THEM. 


After blasting all the Allies’ defenses, drop some Paratroops near their Barracks and destroy it. Roll some armor to 
the north end of the Allied base and tempt the Medium tanks away from the bridge. Destroy them, using focus fire 
techniques as they advance. Immediately send your APC full of Engineers into the base, and take the Allied War 
Factory. 


POINT, AND IT IS THE ONE STRUCTURE THE ALLIES WILL NOT SELL IF YOU TRY 
TO TAKE IT. DO NOT TRY TO TAKE THE POWER PLANTS OR ANY OTHER STRUC- 
TURE. THIS WILL CAUSE THEM TO BE SOLD (CREATING MORE TROOPS), AND MAY 
ALERT THE CRUISERS, WHICH WILL BEGIN DESTROYING ANYTHING THEY CAN 
REACH. 


@ TIP: THE WAR FACTORY IS THE MOST VALUABLE ASSET YOU CAN HAVE AT THIS 


Build a line of Silos to the southern shore of the Allied base and construct another Sub Pen. Designate it as the pri- 
mary pen (click on it twice), and then have it build two or three Subs. 


Sweep your northern Subs east and then south, destroying any Allied naval units they see. Have your southern 
Subs sweep east and then north, also destroying Allied naval units. 


Move a few V2 Launchers into the old Allied base, and use them to take out the Medium Tanks on the far shore. Be 
sure to place a few Heavy Tanks in front of your V2s to absorb any retaliatory fire. While you deal with the tanks, 
drop a squad of paratroops on the opposite side of the bridge, and scout out the area for other hostile troops. 


Once the bridge and waterways are clear, roll your transport trucks across the bridge. 


NOTE: IF THE BRIDGE IS ACCIDENTALLY DESTROYED IN THE CARNAGE, BUILD A 
TRANSPORT TO GET THE TRUCKS ACROSS. 
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MISSION BRIEFING 


The Allies have captured one of our nuclear reactors, taken the technicians hostage, and tampered with the core. 
Meltdown is imminent. You have 30 minutes to get the four coolant stations back online! 


MISSION SUMMARY 


*> Elude pursuers 

<> Rescue Attack Dogs 

<> Free Engineers 

<> Escort Engineers to four coolant control centers 


<> Support Engineer to main control center to shut down reactor 


How To WIN 


With limited resources, you must rescue the reactor’s engineering staff and get them to the four coolant stations in 
less than 30 minutes. No problem, comrade. Your forces operate better when properly motivated! 


Immediately get your forces away from the barrels by running east. The advancing Allied units will blow them up 
within seconds of the mission's start. Continue south down the corridor. 


When you get to the end of the line of barrels, keep running with the Allies in pursuit (surprises await them!), or 
turn the tables and blow up the line of barrels to incinerate them where they stand. Regardless, keep moving, com- 
rade. The clock is ticking! 


Follow the short passage south to the "T” junction, and then move southwest. Beware of a taken-over Flame Turret 
to the northwest. 


TER ON THE NORTH END OF THE LONG HALLWAY (ALMOST DIRECTLY NORTH OF 
THE DOG’S PEN). HOWEVER, GETTING TO THIS CRATE WILL SURELY COST YoU 
SEVERAL MEN AND/OR DOGS, ALMOST NEGATING ITS BENEFITS. 


@ TIP: THERE IS A HEALING ORB HIDDEN IN A GRATE IN A SMALL CONTROL CEN- 


ae CAUTION: IF vou CHOOSE TO LEAVE THE HEALING CRATE AND MINIGUNNERS 
wR ALONE, STAY AWAY FROM THEIR ROOM. THE MINIGUNNERS ON THE EAST SIDE CAN 
P SHOOT THROUGH THE WALL, KILLING YOUR SOLDIERS AS THEY APPROACH. 


There is a room on the south wall of this hallway, where an Allied Pillbox holds several Attack Dogs at bay. Blow up 
the barrels to destroy the Pillbox and free the dogs. 


Mission 7: Save the Reactor 


NOTE: IF YOU NEGLECTED TO INCINERATE YOUR ALLIED PURSUERS EARLIER 
(USING THE BARRELS), RUN INTO THE PACK OF DOGS. THE DOGS WILL TEAR THE 
ALLIES TO BITS. 


Now, let's get those Engineers to the cooling stations. 


pit 
# 
a 


TIP: BEWARE OF FIGHTING ALLIES AROUND BARRELS. IF YOU MUST FIGHT NEAR 
BARRELS, USE YOUR SURPLUS OF DOGS. 


Stay south and follow the long hallway further west, killing any Allied soldiers in your path. At the end of the hall- 
way, you will find the warehouse. The Engineers are being held in a small storage area in the extreme north end of 
the warehouse. Use your dogs to eliminate their captors, or risk igniting the barrels in the rear of the room, killing 
everyone inside. 


TIP: SNEAK A DOG INTO THE WAREHOUSE. A MINIGUNNER WILL BLOW BARRELS 
NEAR THE ENTRANCE, AND THEN RUN. IMMEDIATELY SEND A PACK OF DOGS 
AFTER HIM. IF HE REACHES THE CAPTIVE ENGINEERS BEFORE YOUR DOGS REACH 
HIM, HE’LL EXPLODE THE REMAINING BARRELS SURROUNDING THE ENGINEERS. 


Now, simply get one Engineer to each cooling station (the four white rooms surrounding the main control center), 
and a final Engineer to the control center at the center of the reactor. Don't worry if you lose an Engineer or two. 
They simply have to enter the cooling stations and perform a simple operation — they can then move on to another 
cooling station if necessary. However, comrade, good technical staff is hard to come by — not to mention that five 
men can complete the job more quickly than one or two! 


Notre: GET TO THE COOLING STATIONS FIRST. WITH THESE FOUR COMPONENTS 
BACK ONLINE, THE BASE DEFENSES WILL TAKE CARE OF THE TROOPS WAITING 
OUTSIDE THE MAIN CONTROL ROOM. 


153 


Mission 7: Save the Reactor 


R11. s Sig 6 3 ZN Et 
ELBA ISLAND IS OuRs! 
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MISSION BRIEFING 


There has been Allied activity on Elba island. Relocate to the base on the island immediately, and eliminate the 
Allied presence. Kill any civilian that might be aiding their cause. 


MISSION SUMMARY 


<> Build a defensible base 

<> Utilize new Tesla Coil technology 

<> Expand base northward 

<> Assault Allied base using a combination of armored units and building Tesla Coils close to Allied base entrance 


<> Mop up naval units with Submarines 


How To WIN 


This mission promises to be non-stop fun, comrade. The Allies are aggressive on Elba and have the natives’ support 
as well. You have your work cut out for you. 


As this mission starts, your troops and base are under attack. However, the attackers are nothing more than Allied 
riff-raff. They will flee in terror when you construct your Barracks. (They must have seen action with some of your 
new Flamethrowers, eh Captain?) 


Begin deploying your submarines around the island, send half of them north and the other half south. The north- 
bound half should be placed on guard duty around the first beach they encounter. I'd suspect the Allies will try to 
land reinforcements there. 


4 TIP: LEAVE A SUB OR TWO DIRECTLY SOUTH OF YOUR LAND MASS TO PROTECT 
AGAINST LANDINGS ON THAT BEACH, TOO! 


After the Barracks, build an Advanced Power Plant and an Ore Refinery. Reinforcements will start arriving via para- 
troops and water transport. Move them across your territory, scouting all passages into your camp. 


As quickly as possible, build your base defenses. Flame Towers and Attack Dogs will provide initial cover, but after 
you build a War Factory, you can build our greatest defensive achievement—the Tesla Coil! 


TIP: THE TESLA COIL PROVIDES GREAT DEFENSE, BUT USES A GREAT DEAL OF 
ENERGY. BUILD PLENTY OF THE NEW ADVANCED POWER PLANTS TO POWER YOUR 
DEFENSES, OR RISK HAVING THEM OFFLINE AT A GRITIGAL MOMENT. WATCH THAT 
POWER METER, CAPTAIN! 
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Place a few Tesla Coils around the outskirts of your base. Pay particular attention to the crossings onto this section 
of the island. Place the coils so that they can destroy Allied units as they move across these areas. 


OF ALLIED ARMOR. TO HELP DEFRAY THIS THREAT, BUILD THE COILS A LITTLE DIS- 
TANCE FROM THE GROSSINGS. THEN, BUILD NARROW, TWISTING, CONCGRETE- 
WALLED CORRIDORS FROM THE PASSAGES INTO YOUR BASE. THE ALLIED UNITS 
WILL BE FORCED TO ENTER YOUR PASSAGES SINGLE FILE, ALLOWING THE TESLA 
COILS PLENTY OF TIME TO DESTROY EACH IN TURN. (WATGH FOR WEAK SPOTS IN 
THESE WALLS, COMRADE. SELL AND REPLACE ANY DAMAGED SECTIONS AS SOON 
AS POSSIBLE.) 


© TIP: YOUR COILS ARE PLACED IN GREAT JEOPARDY WHEN ATTACKED BY MASSES 


While you build your advanced defenses, advance some grenadiers and flamethrowers across the northern pas- 
sages, and remove the Allied sentries there. Use your Spy Plane all the while to scout the rest of the island. (You do 
have an airfield, don't you, Captain?) 


By this time, you should start directing your Ore Trucks to the fields to the west of your base. However, the Allies 
have placed mines in these fields that will damage your trucks. Although the trucks will repair themselves to half 
strength, consider building a Service Depot to keep them at full strength. 


NOTE: IF YOU FOLLOWED MY EARLIER ADVICE AND HAVE CONGRETE CORRIDORS 
AT EACH GROSSING, YOU WILL FIND THAT YOUR ORE TRUCKS TAKE LONGER TO 
MOVE BACK AND FORTH BETWEEN THE LAND MASSES. BUILD A REPLACEMENT 
REFINERY OR TWO CLOSER TO THE CROSSINGS TO HELP OFFSET THIS SIDE- 
EFFECT OF YOUR DEFENSES. 


Build a few Heavy Tanks and a few Yaks to assault the small group of Allied buildings just north of your base. The 
Construction Yard and War Factory are fakes and are easily destroyed. Be wary of the Camouflaged Pillbox by the 
Barracks, however. 


Do not destroy the Power Plant, instead, escort an Engineer to take it over, and build a Tesla Coil next to it. The 
plateau to the north will act as a natural barrier, causing the Allied troops to pause long enough for the coil to zap 
them individually. 


Move a small tank division up into the ore fields to the east of this new base extension, using Yaks for covering 
fire. Now, build a Refinery next to the Tesla Coil, and begin mining these fields. Rest on your laurels while building 
plenty of Power Plants and Heavy Tanks for the next push, comrade. 


Now it is time to push forth into the Allied base. We will use a slightly different and unconventional technique this 
time, however. Clear any obvious naval threats from the waters on the west side of the island, and build a few 
Transports. Load up your tanks and prepare for a beach landing. 


Meanwhile, advance a Tank Division toward the entrance of the Allied base. Use the tanks to cover your building as 
you snake a line of Silos up the road toward the entrance. Place a pair of Tesla Coils right on the Allied doorstep 
and watch them fry everything in sight. Any units that get too close to your coils will be handled by your armored 
units. 


Meanwhile, land your main tank divisions on the beach at the west end of the Allied base. Concentrate on the 
Turrets and Pillboxes first, and then on anything Allied in sight. 


You may have to hunt down a few stray Allied stragglers, but the island is now yours, Captain. Congratulations! 
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MISSION BRIEFING 


There has been Allied activity on Elba island. Relocate to the base on the island immediately and eliminate the Allied 
presence. Kill any civilian that might be aiding the Allied cause. 


MISSION SUMMARY 


<> Build a defensible base 

<> Utilize new Tesla Coil technology 

<> Expand base northward 

<> Assault Allied base, using a combination of armored units and building Tesla Coils close to Allied base entrance 


<> Mop up naval units with Submarines 


How To WIN 


This mission promises to be non-stop fun, comrade. The Allies are aggressive on Elba and have the natives’ support 
as well. You have your work cut out for you. 


As this mission starts, your troops and base are under attack. However, the attackers are nothing more than Allied 
riff-raff. They will flee in terror when you construct your Barracks. (They must have seen action with some of your 
new Flamethrowers, eh, Captain?) 


Begin deploying your submarines around the island. Send one of them west, and the other two east and then north. 
Place these two on guard duty on the east side of the island, in about the area where the road crosses the water. 
Allied Cruisers have been sighted on the east side of the island, comrade. Use the westbound Sub to scout the water- 
ways west, and then north around the island. The last Sub draws guard duty on the southern coastline. 


TAINS THREE CRATES—TWO CONTAINING 2000 CREDITS APIECE, AND ANOTHER 
CONTAINING A HEALING ORB. DROP SOME PARATROOPS ONTO THE ISLAND TO 
RETRIEVE THESE CRATES. 


Sa TIP: THERE IS A SMALL ISLAND OFF THE SOUTHERN SHORE OF ELBA THAT CON- 
© 


Build base defenses quickly, constructing the new Advanced Power Plant, instead of the standard model. When 
reinforcements arrive, send one up the road on the east side of the island, and use the rest to scout out your little 
corner. 


As soon as possible, build one Air Field and a War Factory. Begin using your Spy Plane to scout the island, and begin 
production of Heavy Tanks and V2 Launchers. However, we have a new toy for you to spend money on, comrade— 
the Tesla Coil! 
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ENERGY. BUILD PLENTY OF THE NEW ADVANCED POWER PLANTS TO POWER YOUR 
DEFENSES, OR RISK HAVING THEM OFFLINE AT A GRITICAL MOMENT. WATCH THAT 
POWER METER, CAPTAIN! 


rw) TIP: THE TESLA COIL PROVIDES GREAT DEFENSE, BUT USES A GREAT DEAL OF 


Place one coil on the north end of your base, and one on the southern shore to help handle any brave Allied units 
that stray too close to the shore. 


As you expand your base, place Tesla coils at critical entrances to your corner of the island. Two particular loca- 
tions are ideal: along the east ridge, above the road across the water; and in the northwest corner of this section of 
the island, southeast from the Allied outpost there. 


TIP: YOUR COILS ARE PLACED IN GREAT JEOPARDY WHEN ATTACKED BY MASSES 
OF ALLIED ARMOR. TO HELP DEFRAY THIS THREAT, BUILD THE COILS A LITTLE DIS- 
TANCE FROM THE AREA YOU ARE TRYING TO PROTECT. THEN, BUILD NARROW, 
TWISTING, CONCRETE-WALLED CORRIDORS THROUGH THESE PASSAGES TOWARD 
YOUR BASE. THE ALLIED UNITS WILL BE FORCED TO ENTER AND ADVANCE SIN- 
GLE FILE, ALLOWING THE TESLA COILS PLENTY OF TIME TO DESTROY EACH IN 
TURN. (WATGH FOR WEAK SPOTS IN THESE WALLS, COMRADE. SELL AND REPLACE 
ANY DAMAGED SECTIONS AS SOON AS POSSIBLE.) 


Use your V2 Launchers to clear any Allied troops north of your position, and prepare to assault that Allied outpost 
to the northwest. Use V2 Launchers with Heavy Tanks for support against the troops, Turret, and Camo Pillbox. Fly 
a Yak overhead to deal with the War Factory and Construction Yard—they are fake, Commander. 


NOTE: THIS IS A HOT AREA, THE ALLIES WILL BEGIN ARRIVING IN FORCE AS YOU 
BEGIN TO OCCUPY IT. BUILD A FEW EXTRA ADVANCED POWER PLANTS AND A FEW 
COILS IN THIS AREA, IF YOU DESIRE TO KEEP IT. YOU MAY WANT TO SEND AN 
ENGINEER OVER TO CAPTURE THE ALLIED POWER PLANT. THIS WILL ENABLE YOU 
TO BEGIN BUILDING FROM THAT POINT. HOWEVER, YOU’D BETTER PLACE A TESLA 
COIL AND PLENTY OF ARMOR NEARBY! 


Build some more Submarines and start actively hunting down Allied naval units. Operate your subs in groups of 
three or four, comrade. They are far more successful in packs. 


Meanwhile, advance a tank and V2 division toward the entrance of the Allied base. We will use a slightly different 
and unconventional base assault technique this time, however. Use the tanks to cover your construction efforts as 
you snake a line of Silos from the Allied outpost area, around toward the entrance of the main Allied base. Place a 
pair of Tesla Coils right on the Allied doorstep, and watch them fry everything in sight. Any units that get too close 
to your coils will be handled by your armored units. Continue building coils inward, toward the center of the base, 
selling coils you no longer need. 


Meanwhile, if you wish, you can use Transports to land a tank division or two on the beach at the west end of the 
Allied base. Concentrate on the Turrets and Pillboxes first, then on anything Allied in sight. 


You may have to hunt down a few stray Allied stragglers, but the island is now yours, Captain. Congratulations! 
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MISSION BRIEFING 


Allied spies have struck again! This time, they have stolen a truck carrying a vital component of our secret weapon. 
They must not be allowed to leave this area with the cargo. Destroy the truck before they can transport it to a 
research center to discover our plans. 


Mission SUMMARY 


Stop Allied attack 

Repair everything 

Build suitable defenses with several Tesla Coils and /ots of SAM sites 
Barricade your troops inside the base 

Use Paratroops to severely damage Allied Power Plant 


Use Spy Plane to locate the truck 


ooo > + + 


Drop Paratroops near truck and destroy it 


How To WIN 


First off, resist the urge to have all your surviving units chase the fleeing truck, comrade. There are three Allied 
encampments and several divisions of Allied armor in this area. Leaving the base would be suicide. Sit tight and 
solve the situation from here. 


Destroy the last of the Allied intruders, then begin repairing everything that remains standing. Start with the Power 
Plants to get the Tesla Coils back online. 


After you have restored power, build at least one more Advanced Power Plant, and then place at least three SAM 
sites around each of your Tesla Coils. Back these up with your surviving Mammoth Tanks and build additional 
Advanced Power Plants as necessary. 


@ TIP: THE ALLIED UNITS IN THIS AREA ARE AMONG THEIR ELITE FIGHTING FORCES. 
THEY WILL ATTEMPT TO COORDINATE AIR STRIKES WITH LAND-BASED UNITS. THE 
AIR STRIKES ARE DESIGNED TO DESTROY YOUR TESLA COILS, SO THE LAND 
BASED UNITS CAN INVADE YOUR BASE. TRUST ME COMRADE, THE MORE SAMS, 
THE BETTER. 


Also, barricade yourself in your base. Build double-wide concrete walls on the west and north sides of your base, 
and open up the southwest corner for your Ore Trucks. Use a Heavy Tank to scout this area thoroughly, uncovering 
as much gems and ore as possible. 
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NOTE: THIS AREA IS INACCESSIBLE FROM THE MAIN LAND MASS, EXCEPT BY 
TRANSPORT. STATION A FEW TANKS IN THE SOUTHWEST CORNER OF YOUR BASE, 
OR BUILD AN EXTRA TESLA COIL AND A FEW SAM SITES TO DEAL WITH ANY 
BEAGH-LANDED TROOPS TRYING TO SNEAK IN. 


I know this all seems unconventional, Captain, but you should trust me. This mission is much easier than it appears. 


Once you have secured your defenses, build an Airfield and wait for the Spy Plane to become available. Each time 
the Allies attack, you will need to repair your walls during and after each attack, and perhaps even replace a Tesla 
Coil or two. Once you determine the Allies’ main area(s) of attack, build your coils in pairs to maximize their fire- 
power. 


Use the Spy Plane to uncover the small “base” located in the northeast corner of the map. By dropping Paratroops 
on the east side of the Advanced Power Plant, you should be able to severely damage or destroy it. Of course, you 
may need to stage more than one assault. 


Once this plant is heavily damaged, the Allied Gap Generators and AA Guns will shut down. For some strange rea- 
son, the Allies will not attempt to repair the damaged structures in this area. 


Now, begin using the Spy Plane to search for the stolen truck. You will soon see why it is safer to stay inside your 
base, comrade! 


NOTE: THERE IS A SMALL, WELL-FORTIFIED ALLIED BASE JUST NORTH OF YOUR 
BASE. THIS BASE HAS THREE MONEY GRATES AND A HEALING ORB PROMINENT- 
Ly DISPLAYED JUST BEGGING YOU TO COME GET THEM. RESIST THIS URGE, 
CAPTAIN. YOUR LOSSES WOULD FAR EXCEED ANY TREASURE GAINED. 


TIP: IF YOU MUST HAVE THESE GRATES, USE AIR POWER TO TAKE OUT A POWER 
PLANT IN THE TAN ALLIED BASE TO THE WEST. THIS WILL DROP THE AA GUNS. 
FOLLOW WITH REPEATED AIR STRIKES AGAINST THE POWER PLANT AND 
CAMOUFLAGED PILL BOXES SURROUNDING THE CRATES. WITH THESE DEFENSES 
GONE, SEND SEVERAL TANKS AGAINST THE REMAINING GUARDS, AND COLLECT 
YOUR REWARD. 


The truck has been moved inside a fenced area in a northern Allied base. With the Gap generators down, your Spy 
Plane can uncover this area. 


Tip: IF THE GAP GENERATORS ARE STILL WORKING, MARK THE AREA ON THE MAP 
WITH A MAP BOOKMARK BY PRESSING CTRL+F9-F 12. SEE CHAPTER 1, GAME 
BASICS, FOR MORE INFORMATION ON MAP BOOKMARKS. 


Continue to fend off Allied attacks and wait until you have both the Parabombs and Paratroops available. Bomb the 
truck and immediately follow up with Paratroops. Once the troops are on the ground, have them finish off the 
truck. Mission accomplished, comrade. You win. 
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MISSION BRIEFING 


This is another escort mission, comrade. However, this time we can provide some serious air cover in the form of the 
new MIG attack jet. Using these new aircraft and a complement of Yak fighters, get the convoy through the pass to the 
other side. 


NOTE: YOU ONLY NEED ONE TRUCK TO MAKE IT THROUGH, BUT STALIN WOULD 
PREFER THAT ALL THREE TRUCKS MAKE IT. 


Mission SUMMARY 


<> Destroy initial Allied annoyance 


<> Use Spy Plane to scout route ahead 
<> Use MIGs and Yaks to clear revealed route 


<> Advance convoy, and repeat Spy-Clear-Advance process across the entire map 


How To WIN 


This mission is straightforward, but slow moving at first. Hold your position and destroy the nuisance units at the 
beginning. Then move to the fork in the road. Sit tight, Captain. You need to see what is ahead of you. 


NOTE: THE CONVOY TRUCKS WILL STICK TO THE CENTER OF YOUR TANK DIVISION. 
IF YOU WANT TO SCOUT AN AREA, TAKE ONE SINGLE TANK TO ENSURE THAT THE 
TRUCKS STAY IN THE MIDDLE OF THE OTHER THREE. 


Here's the plan: When available, use your Spy Plane to scout the road ahead, clear it with the MIGs and Yaks, then 
move to the clear spot and repeat this procedure. Sounds easy, yes? We will see. 


NOTE: IF YOUW’RE PATIENT ENOUGH, YOU CAN UNCOVER THE ENTIRE MAP WITH THE 
SPY PLANE. SET THE GAME ON FAST TO SPEED UP THE PROCESS. 


Use the first Spy Plane pass to scout southwest of your current position. Do your aircraft a favor by sneaking a couple 
of tanks around the lake and igniting the barrels around the revealed units. The resulting explosion will take out the 
AA gun. Now, let the MIGs return the favor by pulverizing the turret for your ground units. 
a Tip: Put your MIGS ON ONE GROUP KEY, AND YOUR YAKS ON ANOTHER FOR EASY 
ACCESS. SEE GHAPTER 1, GAME BASICS, FOR MORE INFORMATION ON GROUP KEYS. 


Move into the area with a few tanks and destroy the remaining units. Beware, there are several Allied units hiding 
behind trees. Use the MIGs to help with any remaining armor and the Yaks with the infantry. 
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TIP: DIRECTLY SOUTHWEST OF THE RADAR COMPLEX IS A HEALING ORB HIDDEN 
IN BARRELS AND OIL RIGS. BLOW UP THE BARRELS TO REVEAL IT, BUT SAVE IT 
UNTIL YOU REALLY NEED IT. (IT ONLY HEALS YOUR TANKS, NOT THE TRUCKS OR 
AIRCRAFT.) 


Next, use the Spy Plane to reveal the landscape directly west of the radar complex. This should reveal the edge of 
the most difficult section of this mission, the main Allied base. Note that there are three AA guns around the struc- 
tures. Looks like we might lose some MIGs here, Captain. 


Use another Spy Plane pass, if necessary, to view the whole base. A tank can easily destroy the closest AA gun. 


Send your strongest tank south to lure the turret’s fire, then move in your remaining armor. Be ready to pull criti- 
cally damaged units back. With the turret gone, you can destroy the second AA gun. 


Finally, heal your wounded units with the healing crate, and move in on the base from the north. Shoot the barrels 
to end this battle quickly—and to destroy the last of the AA guns. 


NOTE: THE ALLIES WILL NOT REPAIR STRUCTURES, BUT THEY WILL REPLACE 
DESTROYED TURRETS. YOU CAN PREVENT THIS BY ELIMINATING ALL OF THE 
ALLIED CONSTRUCTION YARDS. 


After the anti-aircraft guns are gone, take a tank in (with Yak support) to mop up the remaining Infantry. Don't 
stray too far north or south with your tank, risking fire from the Destroyers. Once the base is devoid of Allied units, 
move your convoy in. 


At about this time, reinforcements in the form of three para-dropped Engineers will show up. Move them into the 
base, capture the Construction Yard, and sell it. That will net you more cash for replacing your aircraft. 


NOTE: THE SERVICE DEPOT WILL NOT FUNCTION WHEN GAPTURED. THIS 1S 
A BUG IN THE FIRST VERSION OF THE GAME AND MAY BE CORRECTED IN LATER 
VERSIONS, OR WITH A PATCH. 


While you are taking this base, use the next two Spy Plane passes to reveal the area around both Destroyers. 


About the time you reach the base and take the Construction Yard, a mission timer will start. You now have 15 min- 
utes to get the convoy to the other side. Better get moving, comrade. 


NOTE: THE MISSION DOESN’T END IN 15 MINUTES, BUT THE ALLIES WILL 
RECEIVE HEAVY REINFORCEMENTS FROM THE EAST. YOU CAN BET THEIR 
PRIMARY GOAL WILL BE DESTROYING THE CONVOY. 


Use your MIGs to take out the southern Destroyer, and scout the center of the map just west of the Destroyers with 
the Spy Plane. Have your MIGs destroy both Construction Yards, then use the Yaks to ignite the barrels around all 
the turrets. Use the MIGs to destroy any surviving turrets. 


CAUTION: THERE !S A FIELD OF BARRELS JUST SOUTH OF THE BASE. RESIST 
THE TEMPTATION TO DESTROY THEM. DOING SO WILL ONLY CALL ALLIED REIN- 
FORCEMENTS OF FIVE ROCKET SOLDIERS. 


Move your convoy between the two turret plateaus and halt again there. Use your Yaks to clear any infantry and 
barrels you can see, while you scout southwest of your position with the Spy Plane. There's your exit, Captain. 


Keep mopping up units with your aircraft while you roll your convoy toward the cement blockade. Blow through 
the blockade and let the convoy move on to its destination. 
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Mission 11A: Stop the Fleet 


MISSION BRIEFING 


We've discovered where most of the Allied fleet is making a refueling stop. We can’t allow them to extend their 
range in such a manner, Captain. Take a pack of Submarines and set up a base to destroy their naval yard. 


Mission SUMMARY 


Land on hostile beach and build base 

Scout using Subs and destroy any stray Allied naval units 
Clear mines off of Allied beach using Hind helicopters 
Build armor division and cross bay to Allied beach 
Support armor into Allied base with aircraft 


Destroy the Allied base and naval yard 


ooo oo > 


Destroy any Allied stragglers 


How To WIN 


Let your Submarines deal with the immediate threat, and your Transport will show up right behind them. Land the 
Transport on the beach directly north of your position, and deploy your MCV on the west side of the small wall 
(approximately a Refinery's width from the ore field to the east). Begin constructing a Power Plant and base 
defenses to the west of your Construction Yard. Use Tesla Coils, SAMs, and dogs for defense. Build everything west 
of the Construction Yard. 


Save enough money for a Refinery, which you will place to the east of your Construction Yard next to the ore field. 


Meanwhile, deploy two of your Submarines down to the southeast tip of this stretch of land. This is a suspected 
Cruiser route—place the subs on guard mode to deal with any Allied naval units that stray into this region. The 
third submarine should scout west along the southern edge of the island, and then move north. 


AND ALLIED WATER TRANSPORTS TO YOUR SOUTH. STOP WATER TRANSPORTS BY 
FORMING A LINE OF UNITS ON THE NORTHWEST TIP OF YOUR ISLAND. IF THE 
TRANSPORTS CGAN’T LAND, THE TROOPS CAN’T BE DEPLOYED AGAINST YOU. 


@ TIP: WATGH FOR TRANSPORT HELICOPTERS DROPPING TROOPS TO YOUR NORTH 


Build an Airfield early to take advantage of the Spy Plane. While you are waiting for it to become available, use 
your infantry units to scout across the bridges. 


You will uncover several bays containing Allied naval units. Ignore them for now, except for the Cruiser northeast 
of your base. Build a few MIGs to destroy it and any others you find. (Take care to stay away from the Destroyers 
unless you like building replacement MIGs, comrade!) 


Mission 11A: Stop the Fleet 


EAST. TO COUNTER THIS, POST SUBMARINE GUARDS AT THOSE COASTS OF YOUR 
ISLAND. A SMALL DETACHMENT OF SHIPS WILL ALSO APPEAR IN THE SOUTHWEST 
CORNER OF THE MAP. HOWEVER, THIS APPEARS TO BE A ONE-TIME EVENT. 


@ TIP: CRUISERS WILL COME AT YOUR BASE FROM THE NORTHWEST AND SOUTH- 


Expand your base as the ore thins, maximize the area to your northwest. Be sure to keep your base defenses in bal- 
ance with your base size. 


Build a Sub Pen off the beach to the north of your Construction Yard, and produce another pack of Submarines and 
a few Transports. Meanwhile, use your cash flow to build a division or two of Mammoth tanks. 


NOTE: YOU WILL NEED TO BUILD A SOVIET TECH CENTER TO BE ABLE TO BUILD 
MAMMOTH TANKS. 


By this time, you should be able to see the beach and valley directly north of your Sub Pen. Not only is this beach 
heavily protected, but it is also mined. Before you start your assault, you must deal with both obstacles. 


Use your MIGs to take out the tanks and Turrets, and build a few Hind helicopters to strafe the valley floor from 
the beach to the bridge. (Use the Ctrl key to force them to fire at the ground.) Be thorough, comrade—our 
Mammoth tanks are expensive! 


Load your Mammoth division(s) into Transports and move them across the water to the enemy beach. Roll across 
any opposition thrown your way up to the bridge. 


Anticipating your move, the Allies will destroy the bridge, forcing you to take the long way around. Before you 
head west with your Mammoths, use your helicopters to sweep the area for more mines, and use your MIGs to take 
out any camouflaged Pillboxes. 


As your Mammoths roll toward the Allied base, use your MIGs to remove any offshore Cruisers that might be able 
to shell them. 


Z 
TIP: HIND HELICOPTERS ALSO MAKE GREAT ANTI-SHIP WEAPONS—JUST KEEP 
THEM AWAY FROM DESTROYERS. 


Take your Mammoths through the Allied base, and on to the naval yard. Use your Submarine packs to hunt down 
any stray Allied naval units, and call it a day. 
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Mission 11B: Stop the Fleet 


MISSION BRIEFING 


We've discovered where most of the Allied fleet is making a refueling stop. We can’t allow them to extend their 
range in such a manner, Captain. Take a pack of Submarines and set up a base to destroy their naval yard. 


MISSION SUMMARY 


Land on hostile beach and build base 

Scout using Subs and destroy any stray Allied naval units 
Clear mines off of Allied beach using Hind helicopters 
Clear bays of naval firepower 

Build armor division and land on Allied beach 

Support armor with aircraft into Allied base 


Destroy the Allied base and naval yard 


>> ooo > 


Destroy any Allied stragglers 


How To LWIN 


Let your Submarines deal with the immediate threat and your Transport will show up right behind them. Land the 
Transport on the beach directly north of your position and deploy your MCV on the northeast corner of the south- 
ern ore field. Begin constructing a Power Plant and base defenses to the north of your Construction Yard. Use Tesla 
Coils, SAMs, and dogs. 


Save enough money for a Refinery, which you will place to the west of your Construction Yard next to the ore field. 


Meanwhile, deploy two of your Submarines on the east side of the island, and two to the west. There are plenty of 
Cruisers in the area—place them on guard mode to deal with any Allied naval units that stray into this region. 


‘ap TIP: WATGH FOR TRANSPORT HELICOPTERS DROPPING TROOPS TO YOUR NORTH 
AND WATER TRANSPORTS ALONG ALL THE BEACHES. 


Build an Airfield early to take advantage of the Spy Plane. While you are waiting for it to become available, use 
your infantry units to scout this entire island, even across the bridges to the north. 


You will uncover several bays to the west containing Allied naval units. Ignore them for now, comrade, but we will 
begin building a fleet of Submarines as soon as you have the cash flow to support it. 
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NOTE: THIS ISLAND HAS ENOUGH ORE TO SUPPORT MULTIPLE ORE TRUCKS. IT 
1S WORTH YOUR WHILE TO BUILD AT LEAST ONE ADDITIONAL TRUCK. 


Expand your base south as the ore thins. Be sure to keep your base defenses in balance with your base size. 
Build a Sub Pen off the beach to the southeast of your Construction Yard, and produce another pack of Submarines 
and a few Transports. Meanwhile, use your cash flow to build a division or two of Mammoth tanks. 


NOTE: YOU WILL NEED TO BUILD A SOVIET TECH CENTER TO BE ABLE TO BUILD 
MAMMOTH TANKS. 


By this time you should be able to see the beach and valley directly west of your island. Not only is this beach 
heavily protected, but it is also mined. Before you start your assault, you must deal with both obstacles. 


Use your MIGs to take out the tanks and Turrets, and build a few Hind helicopters to strafe the valley floor from 
the beach to the bridge. (Use the Ctrl key to force them to fire at the ground.) Be thorough, comrade, our Mammoth 
tanks are expensive! 


Meanwhile, take a fleet of Subs and clear both bays of warships, starting with the southern bay. The Cruiser in the 
northern bay can fire at the beach where you will land your forces, so be sure to take it out soon. 


Load your Mammoth division(s) into Transports, and move them across the water to the enemy beach. Roll across 
any opposition thrown your way up to the bridge. 


Be very careful around the bridge, comrade. If it gets destroyed, you will have to take your Mammoths up north, 
around the ridge, before you can continue on to the Allied base. If this happens, sweep the path for mines before 
continuing. 


Your first wave of Mammoth tanks should endeavor to make it as far as the Helipads to destroy all the Apaches as 
they land to rearm. However, between all the Allied armor, Turrets, and Apaches, your losses will be high. 


Load up a second division of Mammoth tanks and follow the first division into the base. 


As your Mammoths roll into the Allied base, use your MIGs to remove any Turrets and Pillboxes in their path. 
Consider using your MIGs to down a few Apache Helicopters if you can. Your Mammoth crews will appreciate it. 
(See Chapter 3, “Soviet Structures and Units” for more information on how to shoot down helicopters with MIGs.) 


Take your Mammoths through the Allied base and on to the naval yard. Use your Submarine packs and Mammoth 
tanks to hunt down any stray Allied units, and call it a day. 
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MISSION BRIEFING 


Congratulations, General—may you live longer than your predecessor! However, now is no time for celebration, 
our beloved leader wants the Allied Chronosphere, and you are the one to get it for him. Attack the Allied base and 
capture the Chronosphere. 


Mission SUMMARY 


<> Destroy Allied base 

<> Set up defensible base, and begin Spy Plane exploration 

<> Capture Allied Tech Center in southwest corner of the map to obtain GPS Satellite 
<> Lower defenses on the Chronosphere island by destroying Power Plants 


<> Assault island with armor and capture all three Tech Centers 


How To WIN 


First, wipe out all Allied units. Take care to salvage as many of your own units as possible. Move methodically 
through the base and use focus fire techniques on the various units. 


Deploy your Construction Yard. You should plan on expanding to the east, so build in the center of what used to be 
the Allied base. Send scouts east while you build base defenses. Make sure to scatter SAMs and Attack Dogs around 
your structures. The Allies are very aggressive in this area and will give you all that they have. 


SUE ANY INFANTRY THAT COMES NEAR YOUR BASE. BE ESPECIALLY CAREFUL TO 
SCATTER DOGS IN THE NORTH AREA OF YOUR BASE, WHERE YOU ENTERED THE 
MAP. 


© Tip: Put YOUR ATTACK DOGS IN GUARD MODE TO ENSURE THAT THEY WILL PUR- 


Save enough money for a Refinery—build it as close to the ore fields to your east as you can. Remember to keep 
the Tesla Coil and SAM sites to a maximum density—Allied troops and gunships arrive regularly. 


Build an Airfield as soon as you can to start taking advantage of the Spy Plane. Use it to scout outlying areas while 
you use pairs of Heavy Tanks to scout nearby. Be careful not to further alert and annoy the Allied units—you will 
already have your hands full with what they send your way. Concentrate your Spy Plane effort to the south, where 
there are plenty of ore fields for you to conquer. 


SOUTH EDGE OF THE MAP. YOU CAN GET THROUGH THIS MISSION WITHOUT 


© TIP: THERE IS AN ALLIED BASE THAT CONTINUOUSLY PUMPS OUT UNITS ON THE 
ASSAULTING THAT BASE AT ALL. 


Mission 12: Hostile Takeover 


You should take your time with your base expansion, General. The Allies will routinely destroy some of your struc- 
tures that you must replace, and you need to keep your defenses (both ground and air) maximized. Stalin is anxious 
for his prize, but you have no real time limit here. Take special care to provide some SAMs around the ore fields, 
lest you lose your Ore Trucks to Allied gunships. 


Build some MIGs and Yaks near the water to your east. Use them and Paratroops to remove any threats to your 
south. 


FIND IN THE SOUTHWEST CORNER OF THE MAP. THIS WILL NET YoU GPS 
SATELLITE CAPABILITIES THAT WILL REVEAL THE REST OF THE MAP ONCE IT 1S 
LAUNCHED. NOTE, HOWEVER, THAT THIS IS NOT ONE OF THE THREE YOU NEED 
TO CAPTURE TO GET TO THE GHRONOSPHERE. 


Sia 
@ TIP: MAKE A CONGERTED EFFORT TO TAKE OVER THE ALLIED TECH GENTER YOU 


As you explore south, you will discover a new Allied unit, the dreaded Mobile Gap Generator. This unit can shroud 
other units from your sight. Destroy them as soon as you have the opportunity, comrade. 


If you want to stop the tide of infantry flowing up from the south, build a line of Silos down to the group of trees 
by the wooden fence. At the end of this line, place a Tesla Coil, Flame Tower, and a few SAMs. This should prevent 
further assaults. 


When the GPS Satellite is in place, you will be able to see the entire battlefield, except where the Allies have func- 
tioning Gap Generators. You will be assaulting the island to the southeast of your base. That is where the Allies 
have the Chronosphere. 


NOTE: GUARD THE CAPTURED TECH CENTER CAREFULLY. IF THE ALLIES 
DESTROY !T, YOU WILL LOSE YOUR GLOBAL SIGHT! 


Start by building at least five MIGs and blasting any Power Plant that sticks out from under the Gap Generator's 
protection. This should lower the Allies’ power sufficiently to deactivate the generators. Take your Spy Plane over 
the center of the base to see everything. 


Note that the current Allied power shortage has also shut down the AAA guns. Use Paratroops, Parabombs, Yaks, 
MIGs, and Hinds to clear the island of troublesome troops while you begin building a division of Mammoth Tanks. 
Build a Sub Pen in the water to the east of your base, and build a pack of Subs, as well as a few Transports. 


Use your MIGs to methodically destroy all the camouflaged Pillboxes and Turrets on the island. 


Load one transport with Mammoths and another with Engineers, and assault the island. Wait to bring over the 
Engineers until the island is mostly clear of Allied units. Capture the three Tech Centers, one at a time. You may 
find it helpful to land some Paratroops on the island to lower the Tech Centers’ strength more gently than the 
Mammoths will be able to. 


NOTE: WHEN YOU TAKE THE FIRST TECH GENTER, A TIMER WILL START. YOU NOW 
HAVE 5 MINUTES TO CAPTURE THE OTHER TWO. 


Despite your best efforts, the Chronosphere slips from your grasp. 


Mission 12: Hostile Takeover 


MlaAissiom 1 SAa,E5=: 


GET THAT CHRONOSPHERE— 
OR ELSE... 


oa 
8 (2.05) 
tes Sh (Soe 


Mission 13A,B: Get That Chronosphere—or Else... 175 


NOTE: BECAUSE BOTH VARIANTS OF MISSION 13 HAVE VERY SIMILAR MAPS, 
THE STRATEGY FOR BOTH VARIANTS IS ALMOST IDENTICAL. THEREFORE, BOTH 


MISSIONS WILL BE COVERED IN THIS SECTION. DIFFERENCES BETWEEN THE VARI- 
ANTS WILL BE NOTED WHERE NEGESSARY. 


MISSION BRIEFING 


Stalin wants that Chronosphere, comrade, and failure is not an option. We've traced Einstein's signal and are send- 
ing you in to capture the Chronosphere. Please take note, Commander—you must capture or destroy all the Allied 
Radar Domes before you try to capture the Chronosphere. 


4 TIP: MISSION 13B (THE BOTTOM OF THE TWO CHOICES) IS A BIT EASIER THAN 
13A. ALSO, THE INITIAL RELEASE OF RED ALERT HAD A BUG IN MISSION 13A 


THAT COULD CAUSE YOU TO FAIL THE MISSION EVEN THOUGH YOU ELIMINATED 
ALL THE RADAR DOMES. IF YOU ENCOUNTER THIS PROBLEM DURING MISSION 
13A, DESTROY ALL OTHER ALLIED STRUCTURES BEFORE CAPTURING THE 
CHRONOSPHERE. THIS WILL ENABLE YOU TO WIN DESPITE THE BUG. 


Mission SUMMARY 


<> Build a defensible base 

<> Begin Spy Plane exploration and endure repeated Allied attacks 
<> Shut down Allied defenses by depriving them of power 

<> Locate and destroy (or capture) all four Allied Radar Domes 


<> Capture Chronosphere and present Stalin with his prize 


How To WIN 


This is a simple exercise in balance, comrade. Your goal is to outlast the Allies and tip the scales in your favor by 
balancing you income between your defensive and offensive spending. More than any specific strategy, it all boils 
down to survival and slow growth. Impatience is your worst enemy in this mission—just take it slow and easy. 


At the start of the mission, move all your units north immediately. Your goal is to reach the site of your future base 
and deploy your MCV before the nearby Allied units attack. 


If you are playing 13A, set your Construction Yard in the extreme northeast corner of the map, directly south of the 
ridge, under the ore field there. 
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TIP: LEAVE ENOUGH ROOM FOR A REFINERY AND ORE TRUCK PATH IN THE VERY 
CORNER—BUILD YOUR CONSTRUCTION YARD A BIT FURTHER SOUTHWEST ALONG 
THE RIDGE. 


If you are playing 13B, place your Construction Yard in the northeast corner of the map, between the two ridges to 
the west of the ore field there. 
TIP: AS WITH THE OTHER VARIANT, LEAVE ENOUGH ROOM FOR A REFINERY—THIS 
TIME DIRECTLY EAST, BETWEEN THE RIDGES. 
After deploying your Construction Yard, begin building base defenses by constructing a Power Plant, Barracks, a 


Flame Turret or two, Kennels, and finally SAM Sites and Tesla Coils. Specific recommendations on placement of 
these defenses will follow. Let's first deal with the immediate threat. 


After you deploy your Construction Yard, quickly assemble your armor directly south of the structure. Within a few 
seconds, several Allied armor units (and perhaps a Mobile Gap Generator) will attack. Use focus fire techniques to 
eliminate them all while minimizing your losses. 


NOTE: IF YOU LOSE TOO MANY UNITS, RESTART THE MISSION, COMRADE. THE 
ODDS ARE STACKED TOO FAVORABLY FOR THE ALLIES FOR YOU TO CONTINUE 
WITH ONLY ONE HEAvyY TANK! 


Your base should be very compact initially, although you will need to spread it out as you build. Train and use indi- 
vidual Grenadiers as scouts. Don't risk your armor until you can afford to replace it! 


Both 13A and 13B's base points are surrounded with ridges. These ridges provide the key to successful defense. Your 
goal will be to expand your base out toward these ridges and use the gaps in between as choke points. 


, NOTE: USE SILOS WHEN INITIALLY EXTENDING YOUR BASE TO DEFEND THE GAPS 

NOTE IN THE RIDGES. THIS ENABLES YOU TO PLACE POWERED STRUCTURES—SUCH AS 

. TESLA COILS—NEAR THE GAPS. (EXTENSION BUILDING WITH SANDBAGS OR CON- 
CRETE WALLS DOESN’T ALLOW THIS.) 


TIP: IT’S ADVANTAGEOUS TO DESTROY THE SMALL BRIDGE DIRECTLY SOUTH OF 
YOUR BASE. THIS WILL SIGNIFICANTLY SLOW THE ALLIED ATTACKS UPON YOUR 
BASE. 


As you expand your base, Commander, be sure to include plenty of SAM Sites. The Allies have several Apache gun- 
ships in this area, and will repeatedly attempt to destroy your ground-based defenses with them. Remember that 
single SAM sites are not effective air cover—place SAMs in groups of two or more. 


Additionally, when trying to cover specific areas with Tesla Coils, use natural cover and Concrete Walls to create 
choke points, so the Allies have to approach your coils one at a time. If you ever allow two or more Allied tanks to 
simultaneously attack a Tesla Coil, you stand a very good chance of losing it. 


Build an Air Field early on to gain the advantage of the Spy Plane. Note that you don't have to build any aircraft 
right away, although a few MIGs will help blow up the southern bridge if you choose. 


TIP: CONCENTRATE YOUR SPY PLANE’S EFFORTS TO THE SOUTHWEST OF YOUR 
POSITION, MOSTLY ALONG THE SOUTHERN EDGE OF THE MAP. 
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If you are playing 13A, you need to eliminate all Allied units in the narrow strip of land directly south of your base 
(on the east side of the river). You will quickly run out of ore up north, and these fields are easily taken from the 
Allies. Also, watch the bridge southwest of your base. Allied units will attempt to cross the water here and attack 
you from the west. Destroy the bridge or place a Tesla Coil at its north end. (Don't forget the SAM Sites!) 


If you are playing 13B, you need to eliminate the Allied units directly west of your position. This narrow strip of 
land along the north edge of the map will provide you with most of your ore for this mission. Like 13A, the Allies 
will attempt to cross the water to your southwest. However, this variant has a crossing instead of a bridge—you 
have to block it with concrete and coils. You cannot destroy the crossing. 


If you have made it to the point of defending these water crossings, you are doing well, comrade. | hope you con- 
tinue to churn out Heavy and Mammoth Tanks, MIGs, V2s, and other offensive units, as well as replacing the struc- 
tures and defenses the Allies keep destroying. Most importantly, you will eventually need to build two Sub Pens, 
one west and one east. (If you are playing 13A, the east Sub Pen is almost directly south, instead of east.) Both pens 
will initially provide defense against the occasional passing Allied Cruiser. The east/south pen will be used to 
assault Allied naval facilities. 


You should eventually reach a balance point, where you have a steady income, can build armor and aircraft when 
you need to, and can effectively stop the frequent Allied attacks. By this time, you should have discovered most of 
the Allied base with your Spy Plane, and have located most of their Radar Domes and the Chronosphere. Note that 
the major parts of the Allied base are protected with Gap Generators. 


- TIP: FOR THE RECORD, HERE ARE THE LOCATIONS OF THE FOUR RADAR DOMES, 
COMRADE: 


THE FIRST IS ALONG THE COAST, DIRECTLY SOUTH OF YOUR BASE, INLAND FROM 
THE SECOND ALLIED NAVAL BAY. 


THE SECOND IS SURROUNDED BY POWER PLANTS AND A GONSTRUCTION YARD, 
DIRECTLY IN THE MIDDLE OF THE ALLIED BASE. 


THE THIRD DOME IS DIRECTLY SOUTH OF THE SECOND—IN THE SMALL VALLEY 
ALONG THE SOUTH END OF THE MAP. 


THE FOURTH AND FINAL DOME IS DIRECTLY NORTH OF THE CHRONOSPHERE, ON 
THE RIDGE OVERLOOKING IT. 


By this time in your career, using the resources you have built, you should be able to defeat this mission using a 
variety of tactics. However, here's a specific plan of attack you may wish to employ, Commander: 


1. Destroy the Advanced Power Plants that are not under a Gap Generator's cover. Most of these plants are in 
the center of the Allied base, and their destruction will drop the center Gap Generator. Use combinations of 
Yaks and Paratroops to thin the Rocket Infantry around the plants. Use groups of 3-5 MIGs to finally destroy 
them. 


2. Ferret out other Power Plant targets and down them as well. This will require watching a Spy Plane pass and 
immediately targeting air defenses or Power Plants before the Gap Generators reshroud the area. 


3. Destroy the first Allied Radar Dome on the east shore. A few air strikes followed by Paratroopers is your best 
solution here. You will probably want to use your Subs to destroy the multitude of Destroyers in this area 
first. 


4. Crush the northern defenses of the main Allied base using air attacks, and then roll 5 Mammoth Tanks into 
the base, destroying everything but the Construction Yard. Take that structure with an Engineer and defend it 
adequately. (Be sure to capture or destroy the Radar Dome in this area!) 
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5. Blow up the Advanced Power Plant in the southern valley by using V2 rockets or your Mammoths. Watch out 
for return fire from a few turrets and a well-hidden Camouflaged Pillbox. 


6. Once the power is down, take out the Radar Dome to the south using your MIGs. 


7. Destroy the Radar Dome north of the Chronosphere. Air attacks and Paratroops work best here, but watch 
out for the hidden Pillboxes. 


8. Now blast through the concrete wall and capture that Chronosphere! 


TIP: CAPTURE THE ALLIED TECH CENTER TO GAIN A GPS SATELLITE AND A 
DECENT VIEW OF THE BATTLEFIELD. WATCH OUT FOR THE GAMOUFLAGED PILLBOX 
ON THE RIDGE ABOVE IT! 


NOTE: YOU WILL PROBABLY DISCOVER THE GHRONOSPHERE EARLY INTO THIS 
MISSION. HOWEVER, KEEP YOUR UNITS OUT OF ITS IMMEDIATE AREA UNTIL THE 
RADAR DOMES ARE ELIMINATED, OR YOU WILL LOSE THE MISSION. 


ALSO NOTE THAT THE ALLIED TROOPS FROM THE BARRACKS DOWN IN THE 
CHRONOSPHERE’S AREA HAVE A TENDENCY TO ACT A BIT NERVOUS. ANY ATTACK 
ON THE ALLIED BASE BY GROUND UNITS CAN UNEXPECTEDLY CAUSE THEM TO 
START FIRING ROCKETS AROUND THE CHRONOSPHERE, CAUSING IT TO SELF- 
DESTRUCT. YOU CAN SIDE-STEP THIS PROBLEM BY AVOIDING THIS BASE ALTO- 
GETHER. SAVE YOUR GAME OFTEN, COMRADE! 


Although you can build an Iron Curtain, its usefulness in this mission is limited. The best purpose it has is to enable 
a single Submarine to single-handedly take out several Allied naval units. You may wish to save your money and 
power on other defenses, comrade. 
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180 Mission 14: England or Bust 


MISSION BRIEFING 


We stand on the brink of total conquest, comrade. You will lead our charge into Great Britain and bring the 
remains of the Allies to their knees. Go forth and conquer, Commander. | trust I don’t have to remind you of the 
fate suffered by traitors and failures alike. 


Mission SUMMARY 


Destroy Allied aggressors while keeping losses at a minimum 
Build a successful base on increasingly hostile terrain 

Repel multiple attacks from ground, air, and sea forces 
Move north and capture Allied Construction Yard 

Build Cruisers and escorts to shell Allied camps 


Destroy remaining Allied Construction Yards 
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Destroy all remaining Allied structures and units 


How To WIN 


You should have learned a lot by this time in the campaign, and this one mission will put it all to the test. You must 
successfully start and maintain a base on a hostile shore, while building a force to crush the Allies. This won't be 
easy, comrade, but if you take it nice and slow, you will go far. 


First off, destroy the Allies immediately threatening you. Use focus fire to pick them off one at a time while mini- 
mizing your losses. Meanwhile, send your MCV just north of the ridge directly east of your position, and deploy it. 
Begin construction of a Power Plant and quickly build your way to a Tesla Coil. 


Reinforcements will arrive shortly and you will need them, Commander. The Allies will continue to pummel you 
from all sides, even from the air. 


@ TIP: GROUP YOUR MAMMOTHS TOGETHER TO HELP FIGHT OFF THE APACHE GUN- 
SHIPS. 


As soon as you can, draw your forces into the center of your base to protect it and your units alike. Drop a few 
SAM sites around your Tesla Coil to protect it from air attacks. Continue to expand your base west, and quickly 
build a Sub Pen in the bay southwest of your Construction Yard. Use Submarines to take out any pesky Cruisers in 
the surrounding seas. 
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NOTE: DON’T BUILD TOO FAR NORTH JUST YET; THERE ARE A FEW SURPRISES 
ON THIS SIDE OF THE BRIDGE. KEEP YOUR BASE COMPACT AND WELL DEFENDED. 


Also, be on the lookout for mines in this area. An Allied Mine Layer has been busy making this beach incompatible 
with your armor. 


ADVANTAGE—SWEEP A NEW STRUCTURE’S PLACEMENT SHADOW AROUND THE 
AREA BEFORE SETTING IT DOWN. WATCH FOR INEXPLICABLE RED SQUARES TO 
SHOW UP, AND USE A GRENADIER OR TWO TO EXPLODE MINES IN THE AREA. 


@ TIP: YOU CANNOT BUILD STRUCTURES ON TOP OF MINES. USE THIS TO YOUR 


Use Grenadiers as scout units, keeping your valuable armor within the relative protection of your base. Once you 
have established yourself and can reliably hold off the repeated Allied attacks, it is time to move north. 


NOTE: USE ALL YOUR DEFENSIVE TECHNIQUES HERE—DEPLOY SAMS AROUND 
YOUR TESLA COILS, BUILD CHOKE POINTS WITH CONCRETE WALLS, ETC. 


Assemble a small force of Heavy Tanks and V2 Launchers. Move north and take out the bridge guards, turrets and 
all. Move your force onto the bridge, and destroy the bridge itself. Be sure to target the far side of the bridge, leav- 
ing the largest percentage of surviving bridgework on your side of the river. Then use your Vas to destroy the pill- 
boxes and turret on the far side of the bridge. (You may need to bring a Submarine close to the shore to reveal 
these defenses—they are under the protection of a Gap Generator.) 


At this time, it's advantageous to build at least one Air Field to start using the Spy Plane, comrade. Build two 
Helipads as well, and use your Hinds to help keep the Cruiser threat to a minimum. (It also helps to run a few 
Submarines up the river, through the destroyed bridge.) 


Take a moment to rest before we begin our slow crawl inland, Commander. Use the Spy Plane to reveal distant ter- 
rain as well as the base immediately north of your position. Meanwhile, build at least one Transport, some armor, 
and a handful of MIGs. Oh yes, comrade, we will need some Engineers as well... 


NOTE: YOU WILL PROBABLY DISCOVER THE POWER PLANT FARM IN THE NORTH- 
EAST CORNER OF THE MAP. ALTHOUGH IT LOOKS LIKE EASY PICKINGS, IT IS NOT. 
THE ALLIES HAVE ENOUGH RESOURCES TO EASILY REBUILD WHAT YOU 
DESTROY—YOU, HOWEVER, LACK THE SAME RESOURCES. WE WILL BE DEALING 
WITH THIS AREA SOON ENOUGH. 


Use the Spy Plane or a close Submarine to reveal the Power Plants on the east edge of the Allied base, and use a 
swarm of MIGs to take out as many as you can. This should drop the Gap Generator and the AA guns alike. 


THE ORE FIELDS YOU ARE HARVESTING. BARRICADE OFF ALL ACCESS POINTS YOU 
ARE NOT USING AND REINFORCE THEM WITH SEVERAL TESLA COILS. 


@ Tip: EXPAND YOUR BASE WEST AS NEEDED, BUILDING ORE REFINERIES NEAR 

Use your Transports to land a small group of Heavy Tanks and V2s on the beach, and destroy any opposition left in 
this small base. Leave the Construction Yard to the Engineers—capture it and immediately build toward an Allied 
Tech Center. This will enable you to build most Allied units and structures, including the impressive Cruiser and the 
bothersome AA Gun. Turnabout is fair play, comrade! 
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TIP: SEND SOME SUBS UPRIVER TO DEAL WITH ANY NEARBY CRUISERS BEFORE 
TAKING THE CONSTRUCTION YARD. 


NOTE: DO NOT NEGLECT YOUR MAIN BASE DURING THIS ASSAULT, COMMANDER. 
KEEP YOUR DEFENSES AT THEIR PEAK. THE ALLIES WILL NOT ALLOW THEM TO 
REST. 


Place a Tesla Coil north of the captured Construction Yard to cover the bridge, and a few AA Guns around the coil 
to guard against air attacks. You may want to destroy this bridge to help stop the flood of Allied units from the 
north. 


Build a Naval Yard in a safe area nearby, and start production of a few Cruisers. Be sure to provide them each with 
a Destroyer or two for escort. 


Take one Cruiser north and begin shelling the Power Plant complex. The other should go upriver and begin shelling 
the Allied units and structures to the northwest. 


Shortly, you will have a GPS Satellite in orbit, courtesy of the Allied Tech Center. This will reveal everything that 
isn't under a Gap Generator. Use the Spy Plane to glimpse what is under the generators. 


Use your MIGs to destroy a second Allied Construction Yard near the northwest corner of the map. Be sure to take 
out a Power Plant first, to ensure the AA Guns aren't operable. Watch for Destroyers in this area—they can easily 
down MIGs too, comrade. 


The third Allied Construction Yard is directly north of the one you captured. Shell it with your Cruiser, or use a 
group of MIGs to destroy it. Victory is now close at hand, Commander. 


Use coordinated attacks of your MIGs, Hinds, Armor, and Cruisers to bring the remaining Allied forces to their 
knees. Although victory is assured, it will be slow going. Take your time, comrade—make them suffer. 


Tip: THE ALLIED SERVICE DEPOT HIDES A HEALING ORB. THIS MIGHT COME IN 
HANDY DURING YOUR ASSAULT. 
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Westwood Studios strongly supports multiplayer gaming, as you can see, by Red Alert's Internet, Network, Modem, 
and Serial options. Red Alert even supports direct Internet play, so you can compete with other Red Alert players 
from all over the world! 


This chapter outlines the basics of getting connected to other players and the mechanics of multiplayer games. It is 
broken down into sections according to how you will be connecting to your opponents. Read the section(s) that are 
applicable to your connection type. 


NOTE: PLAYING AGAINST A LIVE OPPONENT BRINGS WHOLE NEW CGHALLENGES 
TO THE GAME, ESPECIALLY WHEN PLAYING AGAINST UP TO 7 OTHER OPPONENTS! 


MULTIPLAYER Basics 


Red Alert supports up to eight players across the Internet or a local area network, or two players via null-modem 
or modem connection. 


To start a multiplayer game, select Multiplayer Game from the main menu, and then choose your connection 
method from the menu(s) that follow. 


MULTIPLAYER GAME. IF IT DETECTS A NETWORK, YOU WILL BE GIVEN THE CHANCE 
TO CHOOSE BETWEEN A NETWORK AND MODEM/SERIAL GAME ON THE NEXT 
MENU. IF RED ALERT CANNOT DETECT A NETWORK, YOU WILL BE TAKEN DIRECT- 
LY TO THE SELECT SERIAL GAME MENU. 


© TIP: RED ALERT ATTEMPTS TO DETECT A NETWORK WHEN YOU CHOOSE 


NOTE: IT DOESN’T MATTER WHIGH CD YOU USE WHEN PLAYING MULTIPLAYER 
GAMES. 


Gameplay in multiplayer games is identical to normal play, except for the following items: 


<> There may be more than one opponent to overcome. Internet and network games support up to 8 simultane- 
ous players. Additionally, you can choose to have the computer play along in multiplayer games (up to 8 
players total, including both human and computer). 


<> When the Bases option is chosen, each player starts with a MCV and a handful of infantry and vehicles. 


* Each player can build any unit or structure as long as all prerequisites have been met. (e.g., You cannot build 
infantry until you first build a Barracks.) However, there is a Technical Level setting to limit the type of units 
that can be built. 


~> 


The object is straightforward: Destroy all opposing units and structures. 


~> 


There are 22 specially designed multiplayer battlefields to choose from. 
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<> Besides the normal keys (see, Red Alert Basics), new keystrokes are available in multiplayer games: 


Selecting an enemy unit and pressing the letter A will designate that opponent as an ally, and prevent your 
units from firing on any of that player's forces. You can use this method to “team up” with other players 
against a common foe. To reverse the ally command, simply select one of the opponent's units and press A 
again. If necessary, to target an ally’s units, use the Ctrl key to force your units to fire. 


NOTE: YOU CANNOT USE ENGINEERS TO TAKE OVER AN ALLY’S STRUCTURES. 
YOU MUST FIRST DECLARE WAR AND THEN RE-ALLY AFTER TAKING THE STRUC- 
TURE. 


AS AN ALLY CAN (AND WILL) STILL FIRE UPON YOUR FORCES. THE OPPONENT YOU 
SELECT AS AN ALLY MUST ALSO DESIGNATE YOU AS AN ALLY BY CLICKING ON ONE 
OF YOUR UNITS AND PRESSING A. 


‘w) Tip: THE ALLY COMMAND IS NOT RECIPROCAL. THAT IS, ANYONE YOU DESIGNATE 


Pressing F1-F8 will allow you to send messages to your opponents. The FI-F7 keys will send messages to only 
one opponent, while F8 will send your message to all opponents. Press Fi-F7 to see which key is mapped to 
which opponent; the opponent's name will appear at the top of the screen where you type your message. 


NOTE: MESSAGES ARE VERY SHORT, MAKE YOURS CONCISE! 


Pressing R during a multiplayer game will give you the chance to surrender, forfeiting the game. Click OK 
after pressing R to surrender, or, if you change your mind, click Cancel to stay in the game. 


< The Options menu (accessible from the Options tab or by pressing the spacebar) has fewer options than in 
the normal game: 


Resign Game forfeits the game and returns you to the Join Network Game screen. All your buildings and units will 
be destroyed and removed from the game. However, you will remain in the game as an observer. In this mode, the 
entire shroud is removed and you can scroll around the battlefield, but not participate in any other way. 


Game Controls allows you to configure the same items as in the normal game. 


Abort Game quits the game and returns you to the Join Network Game screen. This option leaves your units and 
structures intact and turns their control over to the computer. 
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GETTING READY TO PLAY 


Attaching to other computers for multiplayer games differs, depending on whether you will be playing across the 
Internet, a network, modem, or serial cable. 


This section covers how to connect to other players. See the section on gameplay later in this Chapter for informa- 
tion on how to play once you are connected. 


Host vs. GUEST(S) 


Each multiplayer game of Red Alert requires one player to act as host to the other players, who, in turn, become 
guests. The host sets up the parameters of the game. The guests cannot change the parameters of the game, but can 
decide whether or not they want to play, depending upon the host's parameters. 


The parameters the Host controls are outlined below. 


YourR NAME 


This is the name that other players will see if you send messages during the game. You can use your own name or a 
nickname, alias, or handle. To change the name, simply click on the existing name and type the new name. 


YoOuR SIDE 


You can play as either the Soviet or Allied forces in multiplayer games. Selecting one of the five nations under 
“Your Side” determines what unit and structure types you will use. Choosing Russia or Ukraine will allow you to 
play as the Soviets, while choosing England, Germany, or France will allow you to play as the Allies. 


Note that each country has a different advantage in multiplayer games. By choosing the country you wish to play, 
you not only choose your affiliation with the Soviets or Allies, but also what advantage you will have. 


COUNTRY ADVANTAGE 

Soviet Russia 10% Better costs for units/structures. 
Soviet Ukraine 10% Better unit speed. 

Allied England 10% Better armor. 

Allied Germany 10% Better firepower. 

Allied France 10% Better rate of fire (faster). 


Your COLOR 


Each player in a multiplayer game uses a unique color. All of that player's units and structures are the same color, 
so the players can tell all the units and structures apart. To choose the color you want to be, simply click on the 
color in the color bar. 


NOTE: IF YOU JOIN A GAME WHERE A PLAYER HAS ALREADY PICKED THAT COLOR, 
YOUR COLOR WILL BE CHANGED TO THE NEXT AVAILABLE COLOR. 
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SCENARIO 


This menu item contains the 22 battlefields available for multiplayer games. Their names are indicative of the type 
of terrain and features you will find on the landscape. The numbers in parenthesis after each name indicates how 
many players the battlefield is suitable for. Use the scroll arrows to see more of the list, and click on the battlefield 
you want to use. 


Unit COUNT 


This setting determines how many units each player will start with. You can choose any number between o and 12 
units if the Bases option is active, 1 to 50 if Bases is deactivated (see the Bases section of this chapter). 


NOTE: THE TYPE OF UNITS PROVIDED AT THE START OF A GAME IS GOVERNED 
BY THE TECH LEVEL SETTING. SEE THE SECTION ON TEGH LEVEL BELOW. 


When the Bases option is active, each player will start with a Mobile Contruction Vehicle, even if the number of 
units is set to o. Also, the number of units set by the Units option isn’t absolute—each side begins with a balance of 
units. For example, with a Tech Level of 3 and Units set to 6, here’s what a Russian player and an English player 
receive at the beginning of the game: 


RUSSIA ENGLAND 

1 Rifle Infantry 1 Rifle Infantry 

1 Grenadier 1 Rocket Infantry 
2 V2 Rocket Launchers 2 Light Tanks 

2 Heavy Tanks 2 Medium Tanks 
Construction Yard 2 APCs 


Construction Yard 


Note that because of the strength of the Russian units, the English player receives two more units, for a total of 8. 


TECH LEVEL 


This setting determines the maximum technical level for the game. Settings range between 1 and 10, with 1 being the 
lowest, and 10 being the highest. 


y TIP: THERE ARE NO RESTRICTIONS ON BUILDING UNITS/STRUCTURES AT TEGH 
LEVEL 10, AS LONG AS ALL STRUCTURE/UNIT PREREQUISITES HAVE BEEN MET. 


CREDITS 


This number is the amount of credits each player will have in their treasury at the beginning of the game. 
Harvesting ore and gems, as well as finding crates (if the Crates option is active), can provide additional credits to 
the players. This setting can be set between o and 10,000 credits. 


2300 CREDITS, SO EACH PLAYER CAN BUILD A POWER PLANT AND REFINERY TO 


@ Tip: IF PLAYING WITH THE BASES OPTION, BE SURE TO START WITH AT LEAST 
BEGIN HIS OR HER BASE. 
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Al PLAYERS 


It is possible to have the computer fill in for human players, up to the maximum of 8 players per game. Use the Al 
Players slider to set the number of computer-controlled opponents you want in the game. 


NOTE: IF YOU ARE PLAYING WITH 8 OTHER HUMAN OPPONENTS, THE COMPUTER 
CANNOT CONTROL ANY FORCES. 


BASES 


The Bases option controls whether the players start with an MCV to begin a base. If this option is not checked, the 
players have to battle with only their starting troops. If Bases is checked, the players start with and can deploy 
their MCVs to build bases and, eventually, extra units. 


ORE REGENS. 


This option controls whether Ore will grow and spread. If this option is checked, ore fields will grow and spread 
over time—even ore fields that have been previously mined out. If this option is not checked, the amount of ore on 
the battlefield becomes finite. 


CRATES 


This button controls whether bonus crates will appear in the game. Crates contain credits, weapons, or other 
bonuses for the troops that find them. Some crates contain detrimental effects, so approach them with caution! 


TIP: MOVE A UNIT ONTO A GRATE TO OPEN IT. HELICOPTERS, OTHER AIRCRAFT, 
AND CIVILIANS CANNOT OPEN CRATES. 


The possible contents of crates are as follows: 


CONTENTS EFFECT 
Heal All Heals all the player's units to full strength. 
Nuke Begins construction of a nuclear weapon. This weapon will build in the 


sidebar, and can be used once upon completion. 


Iron Curtain The unit taking the crate becomes invulnerable for a short period of time 
(much like using the Soviet Iron Curtain). The unit will appear brownish-red 
while invulnerable. 

Chronoshift Begins construction of a Chronoshift. The Chronoshift will build in the side- 
bar, and can be used once upon completion. 


Credits $2,000 per crate. 

Reveal Map This crate will reveal the entire map, except where any Gap Generators are 
operating (much like a GPS Satellite). 

Shroud Map This crate will re-shroud the entire map. Only areas where the player has 
units or structures will remain revealed. 

Shot Power Increase Doubles the shot power of the unit. This is an area effect, but any affected 


units cannot gain this bonus more than once. 
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CONTENTS EFFECT 


Speed Increase Doubles the speed of the unit. This is an area effect, but any affected units 
cannot gain this bonus again. 

Armor Increase Doubles the armor strength of the unit. This is an area effect, but any 
affected units cannot gain this bonus again. 

Parabombs Begins construction of Parabombs. This weapon will build in the sidebar, 
and can be used once upon completion. 

Sonar Pulse Begins construction of a Sonar Pulse. The pulse will build in the sidebar, 
and can be used once upon completion. 

Any Type of Unit One unit of any type, from any country. 

Explosion Deals 500 points of damage to anything in the immediate area. 

Napalm Deals 600 points of fire damage to anything in the area. 

Time Quake Deals 1/3 damage to everything on the battlefield screen. 


NOTE: WHEN A PLAYER HAS BEEN USING CHRONOSHIFT, TIME QUAKE CRATES 
ARE MORE LIKELY. 


POWER PLANT AND AN ORE REFINERY, WILL BE MUCH MORE LIKELY TO RECEIVE 


© TIP: PLAYERS WHO HAVE NO STRUCTURES, BUT ENOUGH MONEY TO BUILD A 
AN MCV FROM A GRATE. 


CAPTURE THE FLAG 


This option allows an alternate type of multiplayer game to be played. Each player starts with a flag that is placed 
next to his or her construction yard when it is deployed. Other players can pick up the flag by running over it with 
one of their units. If you return an opponent's flag to your construction yard, all of that player's units will be 
instantly destroyed. If a unit carrying a flag is destroyed, the flag will be dropped at the location where the unit 
was destroyed. Note that players cannot move their own flag, only their opponents can. 


NOTE: THE BASES OPTION MUST BE ACTIVE TO PLAY CAPTURE THE FLAG. 


SHROUD REGROWS 


This option allows the battlefield shroud to slowly regrow. If this option is active, the shroud will slowly close up 
over revealed terrain, unless you continuously reveal it with your units. 


NOTE: THIS OPTION HAS NO EFFECT ON ALLIED PLAYERS WITH AN OPERATIONAL 
GPS SATELLITE, AS LONG AS THEIR TECHNOLOGY CENTER REMAINS INTACT. 
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PLAYING RED ALERT 
OvER THE INTERNET 


Westwood has built Internet connectivity into Red Alert. If you have an Internet SLIP or PPP account and run 
Windows 95, you can play Red Alert with other Red Alert players around the world. 


Tip: DOS USERS HAVE A SOLUTION FOR PLAYING ON THE INTERNET, TOO. SEE 
THE SECTION ON KALI LATER IN THIS GHAPTER. 


The exact requirements to play Red Alert over the Internet are as follows: 


You must be running Red Alert in Windows 95. 


You must have a SLIP or PPP account and be using a Winsock 1.1 compliant TCP/IP stack. (Windows 95 TCP/IP 
connection is Winsock 1.1 compliant.) 


Your connection must be through a 28,800 modem or faster connection. 


You must have a valid e-mail address. 


The only catch is that you need to register your product through Westwood's online Chat service. The process is 
painless and is automatically started the first time you choose to play an Internet game. Simply fill out the forms, 
and they will be e-mailed to Westwood. A few minutes later, you will be e-mailed your password. Thereafter, 
choosing an Internet game will prompt you for your username and password. 


NOTE: IF CONFIGURED CORRECTLY, WINDOWS 95 SHOULD AUTOMATICALLY 
CONNECT YOU TO THE INTERNET WHEN RED ALERT REQUIRES IT. IF WINDOWS 
DOESN’T CONNECT AUTOMATICALLY, TRY CONNECTING MANUALLY BEFORE START- 
ING RED ALERT. 


Once your username and password have been entered, you will be connected to the main Westwood Chat server. 
The main screen has a message area, where you can read messages from other players and an area where you can 
type your own messages to others. In the upper right hand corner, there is a list of “channels;” other chat rooms 
where specific topics may be discussed. Simply double-click on a channel to change to it. 


TIP: IF YOU HAVE EVER USED INTERNET RELAY GHAT (IRGC) YOU WILL FEEL RIGHT 
AT HOME WITH WESTWOOD CHAT. 
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JOINING A GAME 


The channel list also shows a list of games being formed. The games will have the Red Alert icon next to them in 
the list. Once you have identified other players to play a game with, simply double-click the game you want to join. 
When the host of the game is ready, he or she will start the game. Note that you cannot change the game options, 
but can send the host messages requesting particular options. If at any time you decide not to play that particular 
game, simply leave the channel. 


If you do play a game, you will return to the Westwood Chat lobby after the game ends. 


STARTING A GAME 


If you prefer to start a game of your own (be a host), click on the Red Alert icon in the toolbar. You can then fill 
out the options described earlier in this chapter, and start the game when you are ready by clicking the Start the 
Game icon. 


~ 
Tip: CLICK ON A PLAYER’S NAME AND USE THE REJECT BUTTON IF YOU DON’T 
WANT A PARTICULAR PLAYER IN THE GAME. 


After the game ends, you will return to the Westwood Chat lobby. 


PLAYING RED ALERT OVER THE INTERNET WITH KALI 


Red Alert provides Internet play for Windows 95 users. However, Windows 3.x users and DOS users cannot use this 
functionality. Fortunately, there is another solution. 


Kali is a program developed by Jay Cotton that allows gamers to enjoy their favorite network games over the 
Internet. Kali works by fooling network games into thinking that your Internet connection is a local area network. 
Gameplay is then identical to playing across a local area network, as described later in this chapter. 


To use Kali, you need a SLIP or PPP Internet account and a 28.8 modem or faster connection. Simply download the 
DOS version of Kali and any support files you may need to get connected to your Internet provider from DOS. 


Jay Cotton, the developer of Kali, has put a lot of work into assembling documentation for connecting to the 
Internet. The first step to getting online with Red Alert is to get his Kali software and documentation. Many of the 
supplemental programs are also available on the Kali Web site. 


NOTE: KALI IS SHAREWARE. THE PUBLICLY AVAILABLE EVALUATION COPY ALLOWS 
YOU TO CONNECT ONLINE FOR 15 MINUTES BEFORE YOU ARE DISCONNECTED. 
REGISTRATION OF KALI ($20) REMOVES THIS RESTRICTION. SEE THE DOCUMEN- 
TATION IN THE KALI PACKAGE FOR INFORMATION ON REGISTERING KALI. 


To get the Kali software, visit http://www.axxis.com/kali/ on the World Wide Web. The Kali home page includes the 
latest information on Kali and allows you to download the latest version. 
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PLAYING RED ALERT 
Over A NETWORK 


As previously mentioned, Red Alert supports up to eight players over an IPX compatible network. 


To start a network game, choose Multiplayer Game from the main menu, and then choose Network from the Select 
Multiplayer Game menu. 


oa 
Tip: IF YOU DON’T SEE A NETWORK OPTION, RED ALERT CANNOT DETECT YOUR 
NETWORK. SEE THE TROUBLESHOOTING SECTION LATER IN THIS CHAPTER. 

It is possible to have several Red Alert games in progress on the same Network at once. Each player is given the 

chance to start a game with his or her preferred options that others can join. You start and join games from the 

Join Multiplayer Game screen. 


Before proceeding, you may want to change your name, the side you will play, and the color you want your troops 
to be. Click the appropriate field or button to change these options. 


HosTING A NETWORK GAME 


To start your own game, click on the New button from the Join Network Game screen. The Network Game Setup 
screen will appear. 


This screen shows a list of players that have joined the game and gives you the chance to set the options for the 
game. (For more information on game options, see “Host vs. Guest(s)" earlier in this Chapter. ) As players join the 
game, their names will appear in the Players window. 


px 
Tip: CLicK ON A PLAYER’S NAME AND THEN CLICK THE REJECT BUTTON IF YOU 
DON’T WANT A PARTICULAR PLAYER IN YOUR GAME. 


193 


Multiplayer Red Alert 


You can continue to select options while others are joining your game. You can type messages to the other players 
by typing in the lower window of the screen, and read messages from other players in the larger text window. 
When you are ready to start the game, click the OK button and the game will start. If you decide not to play, click 
the Cancel button instead. 


NOTE: ONCE A GAME IS UNDERWAY, NO ADDITIONAL PLAYERS CAN JOIN. 


JOINING A NETWORK GAME 


If another player has already defined a game, the name of the game will appear in the Games window of the Join 
Network Game screen. To join that game, set your name, side, and color, click the game name in the Games win- 
dow, and then click on the Join button. 


NOTE: YOU CANNOT JOIN A GAME IN PROGRESS. GAMES IN PROGRESS APPEAR 
IN BRACKETS IN THE GAMES WINDOW. 


TIP: GLICKING ON A GAME WILL DISPLAY THE PLAYERS OF THAT GAME IN THE 
PLAYERS WINDOW. 

The options for the selected game will appear in the middle of the window. (These options are discussed in the 

“Host vs. Guest(s)” section earlier in this chapter.) You can send messages to the other players joining this game by 

typing in the lower window and pressing Enter. Messages from other players will appear in the larger Messages 

window. 


NOTE: ONLY THE ORIGINATING PLAYER CAN SET THE GAME OPTIONS. NEGOTIATE 
FOR DIFFERENT OPTIONS BY USING THE MESSAGE FUNCTION. 


When the player who originated the game is happy with the number of people who have joined the game, he will 
start the game. If you decide not to participate in the selected game, click the Cancel button before the game starts. 
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SETTING UP FoR A MODEM 
OR NULL-MOoODEM GAME 


Before you can play Red Alert over the modem or null-modem connection, you must first set up Red Alert. From 
the main menu, choose Multiplayer Game. From the Select Serial Game menu, choose Settings. 


If you have network software running on your computer, you may have to select Modem/Serial from a Select 
Multiplayer Game menu to get to the Select Serial Game menu. 


NOTE: RED ALERT REQUIRES A HAYES COMPATIBLE, 28.8 BAUD OR HIGHER 
MODEM FOR MODEM GAMES. 


The Settings screen enables you to tell Red Alert where to find your modem or serial port (for null-modem games), 
what speed to use, and how to dial. 


SELECTING THE CORRECT PORT 


The easiest option for selecting a port is to click the option corresponding to your serial port or modem from the 
Ports box. If your serial port or modem uses a standard interrupt and base address, that is all you need to do. 


USING WITH WINDOWS 95S WILL APPEAR IN THE PORTS LIST. FOR THE BEST 


@ TIP: IF YOU ARE RUNNING UNDER WINDOWS 95, THE ACTUAL MODEM YOU ARE 
RESULTS, CHOOSE !IT FROM THE LIST. 


If your serial port or modem is set at a non-standard interrupt or base address, the process is a bit more complex. 


STANDARD BASE ADDRESSES AND INTERRUPTS 


PORT BASE IRQ 
COMI 3F8 4 
COM2 2F8 3 
COM3 3E8 4 
COM4 3F8 3 
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To set a custom base address, click the Custom entry in the Port box and type the address in the Port text box. 


To set a custom interrupt, click the Custom entry in the Interrupt box and type the address in the IRQ text box. 


NOTE: THE WINDOWS 95 VERSION OF RED ALERT DOES NOT ALLOW YOU TO 
CHOOSE A CUSTOM INTERRUPT. 


SETTING THE BAUD RATE 


Next, set the baud rate of your modem or serial port. The following table suggests speeds to use: 


TYPE OF CONNECTION SPEED 
28800 baud modem 28800 
Serial (null-modem) 38400 


NOTE: IT IS POSSIBLE TO USE SPEEDS HIGHER THAN THE SPEED OF YOUR 
MODEM. USING SPEEDS OF 38400 OR HIGHER FOR MODEM GAMES MAY RESULT 
IN BETTER PERFORMANCE. HOWEVER, SOME MODEMS AND SERIAL PORTS MAY 
SHOW WORSE PERFORMANCE. IN SHORT, FEEL FREE TO EXPERIMENT. 


ADJUSTING ADDITIONAL MoDEmM SETTINGS 


If you are using a modem, you also need to set the init and call waiting strings, as well as select tone or pulse 
dialing. 


The default ATZ init string should work with most modems. However, if you need to change it, type the new string 
into the Init String box and click the Add button to add it to the list. Verify that your new setting is selected by 
clicking its entry in the list. 


NOTE: SEE THE TROUBLESHOOTING SECTION FOR RECOMMENDATIONS OF 
OTHER INIT STRINGS. 


If you have call waiting on your phone line, you will want to disable it before playing Red Alert. If you don't do 
this, incoming calls will cause the connection to your opponent to disconnect. Select the dialing code that disables 
call waiting when you make a call. Westwood has included the most common dialing codes. Ask your phone compa- 
ny if you are not sure of which one to use. 


_ 
TIP: SELECT CUSTOM AND TYPE IN A NEW CODE IF NONE OF THE PRESET ONES 
ARE APPROPRIATE, OR IF YOU DO NOT HAVE CALL WAITING ON YOUR PHONE LINE. 


Click the Tone Dialing or Pulse Dialing button (whichever is appropriate). 
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SaAviInNG YOUR CHANGES 


Click the Save button to save all of your changes. Click the Cancel button to ignore your changes and return to the 
Select Serial Game menu. 


PLAYING RED ALERT 
OverR A NULL-MODEM LINK 


It is possible for two players to connect their machines with a null-modem cable to play Red Alert. Using this 
method, only one game can be in progress at a time, and only two players can play at a time. 


NOT NOTE: COMPUTER OPPONENTS CAN BE USED IN NULL"-MODEM GAMES BY 
SETTING THE NUMBER OF Al PLAYERS ABOVE O. 


To play using a null-modem connection, two computers must have their serial ports connected by a null-modem 
cable. This special cable connects the two computers’ serial ports so that data can be transferred between them. 


“STRAIGHT-THROUGH” SERIAL CABLE. ONLY A NULL-MODEM CABLE WILL WORK. 
ADAPTERS ARE AVAILABLE TO CONVERT STRAIGHT-THROUGH CABLES, IF SO 
DESIRED. VISIT YOUR NEAREST COMPUTER STORE OR RADIO SHACK FOR HELP IN 
SELECTING THE RIGHT CABLE(S) TO CONNECT YOUR COMPUTERS. 


‘w) TIP: DO NOT TRY TO PLAY RED ALERT BY CONNECTING THE COMPUTERS WITH A 


Once the connection is made, both players should select Multiplayer Game from the main Red Alert menu. From 
the Select Serial Game menu, both players should choose Nul/ Modem. (See the section “Setting Up for a Modem or 
Null-Modem Game" before beginning a null-modem game.) 


NOTE: IF EITHER PLAYER HAS NETWORK SOFTWARE RUNNING, HE OR SHE MAY 
HAVE TO SELECT MODEM/SERIAL FROM A SELECT MULTIPLAYER GAME MENU TO 
GET TO THE SELECT SERIAL GAME MENU. 


Whichever player selects Nul/ Modem first will host the game, the other player will be the guest joining the game. 


HostTING A NULL-MobpEmM GAME 


If you clicked Null-Modem before your opponent, you get to host the game. The Host Serial Game screen allows 
you to set the options for the game, as well as choose your name, side, and color. 


Select the options and click the OK button when you are ready to start the game. Click Cancel if you decide you 
don't want to play. 


NOTE: USE THE MESSAGE WINDOWS TO “TALK” TO THE OTHER PLAYER BEFORE 
THE GAME. 
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JOINING A NULL-MobDEM GAME 


If you clicked the Null-Modem button after your opponent, you will see the Join Serial Game screen. This screen 
lets you select your name, side, and color. However, the other options are selected by your opponent. 


When your opponent is ready, the game will start. Click the Cancel button if you decide you don't want to play, and 
use the Message windows to talk to the other player. 


PLAYING OVER THE MODEM 


If you and a friend both have 28,800 baud (or higher) modems, you can play Red Alert over the phone lines. 


NOTE: SEE THE SECTION “SETTING UP FOR A MODEM OR NULL-MODEM GAME” 
BEFORE BEGINNING A MODEM GAME. 


Before playing, you will have to decide who will call and who will answer. The caller will become the host of the 
game (being able to set the options). 


HosTING A Mopem GAME 


To host a modem game, you must call your opponent. Select Multiplayer Game from the main menu and then select 
Dial Modem from the Select Serial Game menu. 


The Phone List screen allows you to save commonly called numbers. Either select a number from the list, type a 
new number into the box at the bottom of the screen, or click the Add button to create a new entry in the list. 


NOTE: USE THE EDIT BUTTON TO CGHANGE AN ENTRY, AND THE DELETE BUTTON 
TO DELETE AN ENTRY. 
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When the number you want to dial is selected, click the Dial button to initiate the call. Click Cancel if you change 
your mind and want to return to the Select Serial Game menu. 


Once you click Dial, your modem will call your opponent's modem and the connection will be initiated. You will 
then see the Host Serial Game screen, where you can select options for the game. 


NOTE: SEE THE SECTION “Host vs. GUEST(S)” EARLIER IN THIS CHAPTER FOR 
INFORMATION ON GAME OPTIONS. 


Use the Message windows to send messages back and forth to your opponent. When you are ready to begin the 
game, click the OK button. Click the Cancel button if you change your mind and don't want to play. 


JOINING A MopeEmM GAME 


If you choose to receive the call from your opponent's modem, you will see the Join Serial Game screen. This 
screen lets you select your name, side, and color. However, the other options are selected by your opponent. 


When your opponent is ready, the game will start. Click the Cancel button if you decide you don’t want to play, and 
use the Message windows to talk to the other player. 


SKIRMISH MODE 


You can practice on the multiplayer battlefields by using Skirmish mode from the Multiplayer menu. This mode 
essentially puts you in control of a one-player multiplayer game. You can set all the normal multiplayer options 
and use the multiplayer battlefields, but it's just you against at least one computer opponent. 


Use this mode to familiarize yourself with the various multiplayer maps and the ability to use all the units and 
structures. However, remember that you are still playing the computer, and not a live opponent. When you do play 
a live opponent on these battlefields, it will probably be much different! 
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OTHER ONLINE SERVICES 


It is possible to play Red Alert using online services to connect to opponents. Many national bulletin boards allow two 
users to connect game software while online, and even commercial services like CompuServe have online gaming sec- 
tions. 


Lately, several online gaming services have been started, catering to the multiplayer games available. Although these 
online services can allow you to make a local (or toll-free) call to play someone you would normally have to call long- 
distance, you usually pay a fee for using the service. The cost of using the service is generally comparable to long dis- 
tance charges, so savings, if any, are minimal. The real advantage to playing on such services is the chance to meet 
other players from all over the world. 


Feel free to check out these services, but your best bet may be to find a local Internet provider that offers unlimited 
access for a low monthly fee (usually about $15-$20). 


MULTIPLAYER STRATEGY 


You will quickly find that fighting human opponents is quite different from fighting the computer. Although the strate- 
gies in Chapter 4, Military Strategies will work to some degree, keep the following in mind: 


<> The computer will never sell a critical structure simply to raise money for weapons; a human opponent might. 


<> Loss leader tactics are far less effective against other humans—your opponent can (and generally will) use focus 
fire tactics to eliminate your more deadly weapons. 


<> A variety of tactics must be employed to survive. Unlike the single player scenarios, you may have to assault, 
defend, rebuild, etc. throughout the scenario. Be prepared to switch gears quickly. 


<> You may find yourself facing units identical to your own. Each multiplayer opponent is free to choose either the 
Soviet or Allied forces. Tactics that work well when using Soviet Mammoth tanks against Allied Medium tanks 
won't necessarily work Mammoth-against-Mammoth. 


What, then, are good tactics to use in multiplayer scenarios? Try the following: 
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EXPLORE EARLY 


Be aware of your surroundings and quickly identify areas where attacks may come from. Look for areas of dense 
Ore, and attempt to find your opponent's base(s) as early as possible. (Don't lead them back to your base in the 
process!) 


CHoosE YouR CAMP 
LOCATION LUISELY 


Take a look around before setting up camp. Find a place that is easily defended but has ready access to plenty of 
ore. On the flip side, don't wait too long, expecting to find the perfect spot. While you are exploring, your oppo- 
nent(s) are building toward your destruction. 


PREPARE FOR ANYTHING 
AND EVERYTHING 


Soviet players should make use of combinations of Flame Towers and Tesla Coils, while the Allies should build sev- 
eral Turrets and Pillboxes. In single player games, you rarely have to defend against a full-assault on your base. 
During multiplayer games, you may have to defend constantly. 


Be READY FOR 
AiR ATTACKS 


Don't forget that if the Tech Level is set high enough, your opponent can use several methods of air attacks against 
you. Allied players should build plenty of AA Guns, Rocket Infantry, and Destroyers (if using Naval units). Soviet 
players should build several SAM sites and other rocket-wielding units like Mammoth tanks. 


NOTE: KEEP A WATCH FOR GHINOOKS IN AND AROUND YOUR BASE. ENGINEERS 
AND OTHER TROOPS LOVE TO ARRIVE BY AIR! 
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Use AiR ATTACKS 


Having trouble advancing against those pesky base defenses? Use a combination of air and armor attacks to punch 
a hole in your opponent's perimeter. Alternately, send in a cheap scout to reveal the landscape around your oppo- 
nent’s base, and send in the air units to destroy essential structures inside the perimeter. 


NENT’S BASE. IF THE OPPONENT HAS GAP GENERATORS OPERATING, USE THE 
NARROW WINDOW OF SIGHT THE SPY PLANE OFFERS TO TARGET YOUR AIR UNITS 
ON KEY STRUCTURES. 


@ TIP: THE SOVIET SPY PLANE IS ESPECIALLY USEFUL FOR SCOUTING AN OPPO- 


FOLLOW AIRCRAFT TO AN 
OPPONENT'S BASE 


Every attack aircraft (except the Bear bomber) must land to reload. After an enemy air attack, watch the direction 
the aircraft heads, it will lead you back to an opponent's base. 


LUATCH FOR SCOUTS 


Never let a lone infantryman or vehicle inside your base. Once your base can be seen by your opponents, they can 
effectively target key structures inside your base. 


CONSIDER MULTIPLE BASES 


Industrious Commanders may wish to utilize two or more bases. Each base would have its own purpose and would 
support the others. For example, you may want separate bases for: 


<> Ore collection and refining 
<> Constructing new units 


<> Housing air support 
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The advantage to this approach is that you can launch different attacks from different areas, always keeping your 
opponent off-guard. Keep your refinery camp hidden well behind your front-line encampments to lessen the worry 
of losing your production facilities. 


NOTE: YOU CANNOT USE WALLS OR SANDBAGS TO EXTEND YOUR BASE, AS YOU 
COULD IN GOMMAND & CONQUER. HOWEVER, SILOS OFFER A GHEAP WAY TO 
EXTEND YOUR BASE’S PERIMETER. JUST DON’T LET THEM FILL UP WITH ORE AND 
GET DESTROYED! 


USE FAKE STRUCTURES 


Make liberal use of fake structures to misdirect your opponents’ attacks. However, keep these items in mind: 
~ A fake building without any defenses around it can easily be seen as a fake. 
<> If your opponents have already seen your Construction Yard, putting up a fake one will seldom fool them. 


<> Fake buildings do not hold up well to enemy fire. After the fake structure crumbles, the attacking force may 
still be strong enough to go after the real thing! 


USE THE MESSAGE AND 
ALLY FEATURES 


Don't be afraid to aggressively pursue pacts with other players—especially as a means to defeat particularly strong 
opponents. However, remember that there can be only one winner—don't trust anyone with your life! 
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‘TROUBLESHOOTING 
MULTIPLAYER GAMES 


This section covers some basic troubleshooting techniques if you have trouble with multiplayer games in Red Alert. 
You may also want to read Appendix A, Troubleshooting. 


TROUBLESHOOTING AN 
INTERNET CONNECTION 


~ First, try running another Internet application, like a World Wide Web browser. If other Internet applications 
work, so should Red Alert. 


<> Verify that you are loading all the software necessary to connect to the Internet. 


<> 


Make sure your IP, netmask, gateway, and domain name server addresses are correct in your Windows 95 
configuration. 


<> Verify that your Internet connection remains open. If your modem hangs up or your connection is otherwise 
broken, the game will not work. Always connect to the Internet before running Red Alert. 


<> If you need to access the Internet through a firewall, you may not be able to play Red Alert over the Internet. 
A firewall is a piece of security software that does not allow suspicious traffic into an Internet site. Ask your 
system administrator if your site has a firewall and for specific suggestions about working with it. 


<> Because of the amount of data that must pass between players, games can become out of sync, or players 
can be dropped. If you are having consistent problems of this nature, try playing with smaller groups of peo- 
ple or slowing the game down by using the Game Speed slider in the Options, Game Controls window. 


TROUBLESHOOTING A 
NETWORK CONNECTION 


<> The first thing to try if you are having trouble playing on a network is to run the game in normal mode on 
every machine you intend to run in multiplayer mode. If Red Alert won't run in normal mode, it won't run in 
multiplayer mode. 


<> Red Alert only supports IPX compatible networks. If you are running a different type of network, you might 
look into getting IPX drivers or emulators for running Red Alert. 


204 


Multiplayer Red Alert 


<> You don't have to run all of your network drivers to connect Red Alert. For example, NetWare Lite users 
should not run CLIENT or SERVER when trying to play Red Alert in multiplayer mode. At minimum, you do 
need a driver for your network card and an IPX packet driver. Some networks require that additional support 
drivers be loaded prior to the network card drivers. Be sure you are running the correct drivers for your net- 
work hardware. 


COMPATIBLE NETWORK CARDS CAN BE FOUND FOR AROUND $50 AT MOST COM- 
PUTER STORES, AND THE CABLE TO ATTAGH THE CARDS CAN BE FOUND FOR 
UNDER $10. IF YOU AND SOME FRIENDS ARE WILLING TO MAKE THE INVESTMENT, 
YOU CAN BE UP-AND-RUNNING IN A FOUR-PERSON RED ALERT GAME FOR ABOUT 
$60-70 DOLLARS APIECE. (MOST CARDS GOME WITH ALL THE NECESSARY DRI- 
VERS. ANY MISSING DRIVERS CAN USUALLY BE FOUND ON MOST COMMERCIAL 
ONLINE SERVICES.) 


© TIP: YOU CAN PUT A SIMPLE NETWORK TOGETHER FAIRLY CHEAPLY. NE-2000 


ALTHOUGH $70 MAY SEEM EXPENSIVE TO PLAY RED ALERT, KEEP IN MIND THAT 
THE SAME NETWORK CAN ALSO BE USED TO PLAY A VARIETY OF POPULAR NET- 
WORK GAMES. 


<> Does your network function for other applications? Try another multiplayer game to see if it will run cor- 
rectly, or load the full network and try Red Alert again. 


<> Are you connected to your opponents via a router or bridge? Communication between Red Alert games can 
be slowed down and even stopped by a router. If possible, connect the machines directly, or verify that they 
are on the same hub without an intervening router. 


<> Try using the “-DESTNET" parameter. Start Red Alert by typing “Red Alert -DESTNET xx.xx.xx" where 
"xx.xx.xx” is the address of the machine you are trying to connect to. See the Red Alert documentation for 
more information on the DESTNET parameter. 


~ Try using the "-SOCKET” parameter. Start Red Alert by typing “Red Alert -SOCKET xxxx” where "xxxx" is the 
number of the network socket you wish to use. By default, Red Alert uses socket number 8813. If the game 
doesn't run on your network, it could mean that another device or software is using that socket number. Try 
another socket number (between o and 16383). 


TROUBLESHOOTING 
MobpEmM GAMES 


*> The first thing to check is your modem or serial port's interrupt and base address setting. If you are success- 
fully running other modem software, check the settings in that software, and make sure the settings in Red 
Alert match. 


* Note that you cannot use another serial device on COM3 if your modem is on COMI (and vice-versa). Also, 
you cannot use another serial device on COMg4 if your modem is on COM2 (and vice-versa). Serial ports 1 and 
3 (COMI and COM3) share an interrupt, and ports 2 and 4 (COM2 and COMz4) also share an interrupt. Make 
sure your mouse and modem are not on conflicting ports. 
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<> Check other devices in your computer to make sure they are not using the same interrupt or base address as 
your modem or serial port. 


<> Try using a different Init string. Some strings to try include: 


AT&F 
AT&FI 
AT&F&C1&D2 


<> Make sure you are using the right baud rate. Also, make sure that your opponent is using the same baud rate 
(even if the modems are different speeds). 


<> Try connecting to the other player using different software. If you can connect using other software, you 
should be able to connect with Red Alert. (Check the other software's init string, and copy it to Red Alert.) 


TROUBLESHOOTING 
NULL-MobDEmM GAMES 


<> Many of the same troubleshooting tips for modem games remain true for null-modem games: 


Check your interrupts and base address settings. 
Verify that there are no port conflicts, or conflicts with other devices. 


Make sure you and your opponent use the same baud rate. 


<> Verify that your connection is indeed “null-modem." A straight through serial cable will not work. 


<> Try the simplest connection first. Eliminate all unnecessary gender changers and lengths of cable. Once you 
have a working connection, you can get more creative, if necessary. 


< Try connecting through other software. If the other software works, copy its settings to Red Alert. 
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MULTIPLAYER MaPs 


This section will give you some details about each of the multiplayer maps that ship with Red Alert. The best way to 
learn about these maps however, is first hand, while playing the game! 


w) TIP: USE SKIRMISH MODE TO HELP GET FAMILIAR WITH EACH OF THE MAPS. 


Each map's description includes the following categories: 


Size: The relative size of the map. Westwood recommends 2-4 players for small maps, 4-6 for medium-sized maps, 
and 6-8 for large maps. Note that these are only recommendations—play with more players on smaller maps for 
more intense games, or less players on larger maps for less intensity. 


Climate: Winter maps are covered in snow and generally have less ore and trees. Temperate maps are grasslands 
usually dotted with ridges and trees. 


Ore: The relative amount of ore on the map. Maps rated “Plentiful” will have several, easily accessed ore fields 
scattered around the landscape. “Moderate” means that the ore is not as easily accessed, or not as abundant. 
“Scarce” ore is hard to get and not easy to find. 


Water: The relative amount of water on the map. Only maps with a “Plentiful” rating (unless otherwise noted) will 
support naval units. 


A PATH BEYOND 


S1zE: LARGE CLIMATE: TEMPERATE 


ORE: PLENTIFUL = WATER: PLENTIFUL 


Description: A large island with a large body of water in its center. 


Tactical Advice: The extreme northwest and southeast corners are the best defensible locations. Stay away from 
the center of the map, which has too many access points. 


CENTRAL CONFLICT 


S1zE: LARGE CLIMATE: TEMPERATE 


ORE: PLENTIFUL = WATER: MODERATE 


Description: A large battlefield with one large lake and a few smaller rivers. 


Tactical Advice: If at all possible, set up your base in the extreme northeast corner of the map. Avoid camping 
directly around the lake. 
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COASTAL INFLUENCE 


S1zE: MEDIUM CLIMATE: WINTER 


OrE: MODERATE WATER: PLENTIFUL 


Description: A winter wonderland of small patches of ore, numerous ridges, several disconnected bodies of water, 
and smaller rivers. 


Tactical Advice: The extreme northwest is the most easily defended position to set up a base, while the land mass 
between the two large rivers and the southwest corner should be avoided. 


COMBAT ALLEY 


S1zE: MEDIUM CLIMATE: WINTER 


OrE: MODERATE WATER: NONE 


Description: Lots of ridges around a vertical strip of ore and gems. 


Tactical Advice: Any corner presents a decent starting point, but endeavor to capture a few strips of the ore early! 


DESOLATION 


SIZE: LARGE CLIMATE: WINTER 


OrE: MODERATE WATER: MODERATE 


Description: A large body of water surrounded by some small plateaus and ridges. 


Tactical Advice: Any of the corners provide a good starting point for a base, but the northeast is the most defensi- 
ble and can expand into adjoining ore fields easily. The southeast corner is the weakest, having its expansion pro- 
hibited by the surrounding water. 
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DuGouT ISLE 


S1zE: MEDIUM CLIMATE: WINTER 


OreE: MODERATE WATER: PLENTIFUL 


Description: A large island with numerous obstacles in the water, surrounding numerous ridges inland. A vertical 
strip of ore lies down its center. 


Tactical Advice: The southeast corner of this island is the easiest to defend at the beginning of a game, and the eas- 
iest to expand as your base grows. The number of ridges make almost any area defensible, but keep in mind that 
this island is longer than it is wide—setting up directly east or west of another player could spell disaster for you 
both. 


EQUAL OPPORTUNITY 


S1zE: SMALL CLIMATE: WINTER 


OrE: MODERATE WATER: PLENTIFUL 


Description: A small island with a river dissecting it vertically. 


Tactical Advice: Any of the four corners of this island provide decent starting places, although the southwest is 
probably the best. Blowing the bridges will force opponents to cross the river on the extreme north or south end of 
the island. 


FiRST COME, FIRST SERVE 


S1zE: SMALL CLIMATE: TEMPERATE 


ORE: PLENTIFUL = WATER: PLENTIFUL 


Description: A small island split diagonally by a large river. Each section contains one large ore field with several 
smaller fields. 


Tactical Advice: The northwest or southeast corners of each half of the island provide the only four areas suitable 
for a base. Get to the ore field on your section first, and defend it as if your life depended upon it—it does! 
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ISLAND HOPPERS 


Size: SMALL CLIMATE: WINTER 


ORE: PLENTIFUL = WATER: PLENTIFUL 


Description: Several small, interconnected islands with large deposits of ore on the extreme north, south, east, and 
west islands. 


Tactical Advice: You cannot build next to the large areas of ore, there isn't enough room on the islands, and you 
cannot build across the water crossings. Any of the other four larger islands will do for initial base deployment. 


ISLAND WARS 


SIZE: LARGE CLIMATE: TEMPERATE 


ORE: PLENTIFUL § WATER: PLENTIFUL 


Description: A large battlefield dissected by large rivers into several land masses. 


Tactical Advice: Take the extreme northeast corner. It is defensible, easily expanded, and has plenty of ore. The 
southern edge of the map offers the most area to expand, but requires that you spread your base defenses pretty 
thin. 


ISLE OF FURY 


SIZE: LARGE CLIMATE: TEMPERATE 


OrE: MODERATE WATER: PLENTIFUL 


Description: Several large land masses connected by a series of bridges and water crossings. The ore is concentrat- 
ed in several large caches around the land masses. 


Tactical Advice: The southeast corner of this island is the most defensible, offering more cliffs than beaches on its 
shores. However, any large, open area near one of the ore caches will do in a pinch. Avoid having to rely upon the 
cache on the land mass in the center of the north edge of this map. 
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lvoRY WASTELANDS 


Size: SMALL CLIMATE: WINTER 


ORE: PLENTIFUL = WATER: SPARSE 


Description: A symmetrical battlefield with ore concentrations in the four corners, and one patch in the center of 
the map. Several small ponds provide just enough water for a few naval units to float in—but go nowhere. 


Tactical Advice: Since this map is symmetrical, any corner will do just as well as any other. Get to the center first, 
however, and defend it heavily. 


KEEP OFF THE GRASS 


SIZE: SMALL CLIMATE: TEMPERATE 


OrE: MODERATE WATER: NONE 


Description: A fairly symmetrical battlefield with ore patches in the corners and a large gem cache in the center. 
The gem cache is blocked off by ridges and concrete walls. 


Tactical Advice: Start in the northwest or southeast corners for the best base setup. However, these two corners do 
not provide easy access to the gem cache in the center (butting up against ridges instead of concrete, which can be 
destroyed). Choose the other two corners for better gem access, but less base area. 


MAROONED II 


Size: MEDIUM CLIMATE: TEMPERATE 


ORE: PLENTIFUL = WATER: PLENTIFUL 


Description: A large island with surrounding water and a large bay coming inland from the south edge of the island. 


Tactical Advice: Stick to the center of the east or west coast of the island, or the southeast corner if you are build- 
ing a large base. However, ore and ridges are abundant enough to make any open area attractive. 
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MIDDLE MAYHEM 


S1zE: SMALL CLIMATE: WINTER 


OrE: MODERATE WATER: MODERATE 


Description: A unique map with a cache of ore and gems in the center of the map, surrounded by a moat of water. 
Two bridges and one water crossing allow the only access to this cache. 


Tactical Advice: Capture the northeast or southeast corner early to ensure easy access to the cache using the water 
crossing (it can't be destroyed, unlike the bridges). 


No ESCAPE 


Size: MEDIUM CLIMATE: TEMPERATE 


ORE: PLENTIFUL = WATER: SCARCE 


Description: A good-sized island with numerous areas of ore and gems, ringed by a narrow channel of water. 


Tactical Advice: Don't count on using naval vessels on this map. The surrounding water is too narrow. Any of the 
corners have enough natural cover and ore for a good start, but avoid any position further inland—these areas 
have too many access points to defend. 


No MAaN’s LAND 


Size: MEDIUM CLIMATE: WINTER 


ORE: PLENTIFUL = WATER: SCARCE 


Description: Plenty of ridges and small rivers provide cover and obstacles across this map. Several ore fields also 
litter the landscape. 


Tactical Advice: All of the corners provide good natural cover to help with base defense, but the northeast corner 
has the most room for base expansion and easy access to several ore fields. 
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NORMANDY 


S1zE: MEDIUM CLIMATE: WINTER 


ORE: PLENTIFUL = WATER: SCARCE 


Description: Several vertical ridges paired with two horizontal rivers provide natural cover around the many ore 
and gem fields. 


Tactical Advice: Go for the corners. Avoid the center of any edge on this map. The southwest corner provides the 
best natural cover for base defense, but forces you to build in a narrow strip. 


NorRTH BY NORTHWEST 


S1zE: LARGE CLIMATE: WINTER 


OrE: MODERATE WATER: SCARCE 


Description: A large "X", formed with ridges and plateaus spans this map. The ore is centralized in the corners and 
the center of the X. 


Tactical Advice: Build bases on the north, south, east, or west edge of this map, but stay close to one of the corner 
caches of ore. The center cache is fairly rich, but very hard to defend. 


POND SKIRMISH 


SIzE: MEDIUM CLIMATE: WINTER 


ORE: SCARCE WATER: MODERATE 


Description: Three decent-sized lakes cut this map horizontally into three sections. The ore is spread out among 
several medium-sized fields, but forces players to continue to access other fields. 


Tactical Advice: Build bases in the northwest corner, where the ore is plentiful and there is plenty of room. Avoid 
the southeast corner at all costs—it is too easy to trap yourself in this corner. 
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RARAKU 


SIZE: LARGE CLIMATE: TEMPERATE 


ORE: PLENTIFUL § WATER: PLENTIFUL 


Description: Several large bodies of water cover this landscape, along with plentiful fields of ore and many ridges 
and trees. 


Tactical Advice: Avoid the northwest and northeast corners if you intend on using naval power in any way. The two 
southern corners provide better access to the water. (Reverse this advice if you wish to avoid other players’ naval 
units!) The southeast corner has the best water access and can be easily defended, with only a few beaches to 
allow Transport landings and several ridges to provide natural cover. 


RipGce WEAR 


S1z—E: MEDIUM CLIMATE: TEMPERATE 


ORE: PLENTIFUL = WATER: NONE 


Description: Multiple ridges provide natural cover and base defense around several ore fields (on the outskirts) and 
gem caches (in the center). 


Tactical Advice: Any corner offers a great starting area, but the northwest corner has plenty of room and easy 
access to a large ore field and the central gem cache. If you are looking for more cover, try the southwest or south- 
east corners. The southeast will force you to build in narrow spaces, however. 


SHALLOW GRAVE 


S1zE: MEDIUM CLIMATE: WINTER 


ORE: SCARCE WATER: PLENTIFUL 


Description: A large lake dominates the center of this map, with narrow shores around its perimeter. 


Tactical Advice: The northwest corner provides the most room for a base. Ore is scarce, so secure a cache early. 
Naval units will play an important role on this map due to the large amount of water. 
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TREASURE ISLE 


SIZE: MEDIUM CLIMATE: TEMPERATE 


OrE: MODERATE WATER: PLENTIFUL 


Description: A large body of water in the center of this map holds an island containing a large cache of ore and 
gems. No other ore or gems are available on this map. 


Tactical Advice: Build in the center of the east edge of this map. From there, you have two water crossings to 
access the island. Avoid the north or south edges, since they only have one crossing apiece. 
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RED ALERT STRUCTURE DATA 


This table lists the statistics for all the Structures in Red Alert. 


The Structures table contains the following data: 


HEADING 
Structure Type 
Primary 
Armor 
Strength 


Sight 
Power 
Owner 
Cost 
Tech Lvl. 


STRUCTURE TYPE 
Iron Curtain 
Allied Tech Center 
Chronosphere 
Weapons Factory 
Naval Yard 

Sub Pen 

Pill Box 

Camo Pill Box 
Tesla Coil 

Turret 

AA Gun 

Flame Turret 
Const Yard 
Refinery 

Silo 

Helipad 

Radar Dome 

Gap Generator 
SAM 

Missile Silo 

Air Field 

Power Plant 

Adv Power Plant 
Soviet Tech Center 
Soviet Barracks 
Allied Tent Barracks 
Kennel 

Service Depot 
Sandbag 

Concrete 

Barbed Wire 
Fakes 


MEANING 


The name of the structure. 

The primary weapon (if any) this structure uses. 

The type of armor (Light, Medium, Heavy) that protects the unit from damage. 

The amount of “hit points” each structure has. As the structure takes damage this number is 
decreased. When it reaches zero the structure is destroyed. 

The area, in battlefield units", each structure reveals around itself when placed. 

The amount of power consumed by the structure. 

Which side can build the structure[md]Soviet (SVT), Allied(ALL), or Both. 

The cost, in credits, to build each unit. 

The Tech Level at which the structure becomes available. Use this field to help decide on the Tech 
Level to use in multiplayer games. 


NOTE: *BATTLEFIELD UNITS ARE LOOSELY DEFINED AS THE SIZE OF A SANDBAG, 
BARBED WIRE, OR CONCRETE WALL SECTION. 


_ TECH LvL. 


PRIMARY ARMOR STRENGTH SIGHT POWER Owner Cost 
Medium 400 10 -200 SVT 2800 9 
Medium 400 10 -200 ALL 1500 7 
Medium 400 10 -200 ALL 2800 9 
Light 1000 4 -30 Both 2000 2 
Light 1000 4 -30 ALL 650 2 
Light 1000 4 -30 SVT 650 2 
Vulcan Medium 400 4 -10 ALL 400 I 
Vulcan Medium 600 5 -10 ALL 600 2 
TeslaZap Light 400 6 -150 SVT 1500 4 
TurretGun Heavy 400 6 -40 ALL 600 ? 
ZSU-23 Heavy 400 6 -40 ALL 600 3 
Fireball Heavy 400 6 -40 SVT 600 I 
Heavy 800 5 (e) Both 5000 n/a 
Medium 900 6 -30 Both 2000 I 
Medium 300 4 -10 Both 150 I 
Medium 800 5 -10 Both 1500 6 
Medium 1000 10 -40 Both 1000 2 
Medium 1000 10 -60 ALL 500 7 
Nike Heavy 400 5 -20 Both 750 6 
Nuke Heavy 400 5 -100 SVT 2500 10 
Heavy 1000 7 -30 SVT 600 3 
Medium 400 4 100 Both 300 I 
Medium 700 4 200 Both 500 5 
Medium 600 4 -50 SVT 1500 4 
Medium 800 5 -20 SVT 300 I 
Medium 800 5 -20 ALL 300 I 
Medium 400 4 -10 SVT 200 2 
Medium 800 5 -30 Both 1200 2 
None I 2 n/a ALL 25 I 
None I 2 n/a Both 100 5 
None I 2 n/a SVT 25 I 
None 30 4 22 ALL 50 n/a 
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RED ALERT UNIT DATA 


The following table lists the statistics for all the Units in Red Alert. 


The Units table contains the following data: 


HEADING 


MEANING 


The name of the unit. 


Unit Type 
Primary 
Second 
ROF 
Armor 
Strength 


Sight 
Spd. 
Owner 


Cost 
Tech Lvl. 


Ammo 


The primary weapon (if any) this unit uses. 

The secondary weapon (if any) this unit uses. 

The relative rate at which this unit can fire a single shot or burst. 

The type of armor (Light, Medium, Heavy) that protects the unit from damage. 

The amount of “hit points” each unit has. As the unit takes damage, this number is decreased. When it 
reaches zero, the unit is killed/destroyed. 

The distance on the map, in battlefield units’, this unit reveals around itself. 

The relative speed of the unit. The larger the number, the faster the unit. 

Which side can build the unit—Soviet (SVT), Allied(ALL), or Both. (** indicates that the Soviets can build this 
unit in Multiplayer games) 

The cost, in credits, to build each unit. 

The Tech Level at which the unit becomes available. Use this field to help decide on the Tech Level to use in 
multiplayer games. 

The amount of ammo or cargo carried by the unit. 


UNIT TYPE 


WIRE, 


NOTE: *BATTLEFIELD UNITS ARE LOOSELY DEFINED AS THE SIZE OF A SANDBAG, BARBED 
OR CONCRETE WALL SECTION. 


PRIMARY SECOND ROF ARMOR STRENGTH SIGHT SPD. OQOwnNneR CoOsT TECH AMMO 


Lv_L. 

V2 Rocket 400 Lt 150 5 7 SVT 600 2 I 
Lt. Tank 40 Hvy 300 4 10 ALL 600 2 

Hvy Tank 1o5mm 70 Hvy 400 5 7 SVT 950 2 

Med Tank 50 Hvy 400 5 9 ALL 800 4 

Mamm. Tank Tusk 80 Hvy 600 6 6 SVT 1500 7 

Mbl Radar Jammer n/a Lt 110 7 9 SVT 600 9 

Mbl Gap Generator n/a Lt 110 4 9 ALL 600 8 
Artillery 65 Lt 75 5 6 ALL 450 5 

Ore Truck n/a Lt 600 4 6 Both 1400 2 

MCV n/a Lt 600 4 6 Both 5000 «68 

Ranger 20 Lt 150 6 12 ALL 400 2 

Mine Layer 30 Hvy 100 5 9 Both 800 2 

APC 20 Hvy 200 5 14 ALL 700 3 5 
Convoy Truck n/a Lt 110 3 10 Both n/a n/a 
Submarine 60 Lt 120 6 6 SVT 950 3 
Destroyer DP Charge 60 Hvy 400 6 6 ALL 1000. 4 
Transport n/a Hvy 350 6 14 ALL 700 2 5 
PT Boat DP Charge 60 Hvy 200 7 9 ALL 500 3 

Cruiser 160 Hvy 700 7h 4 ALL 2000 7 

Attack Dog 10 None 5 5 4 SVT 200 2 

Rifle Infantry MiCarbine/AK-47 20 None 50 4 4 Both 100 I 
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UNIT TYPE  ~=PRIMARY SECOND ROF ARMOR STRENGTH SIGHT SPD. OWNER COST TEGH AMMO 


Lv_L. 

Grenadier Grenade 60 None 50 4 5 SVT 160 I 

Rocket Inf Dragon 60 None 45 4 3 ALL ™* 300 I 

Flamer Flamer 50 None 40 4 3 SVT 300 4 
Engineer n/a n/a None 25 4 4 Both 500 3 

Spy n/a n/a None 25 5 4 ALL 500 4 

Thief n/a n/a None 25 5 4 ALL 500 8 

Tanya Colt .45 5 None 100 6 5 ALL ™* 1000-8 

Medic Heal (+50) 80 None 80 3 4 ALL 8001 

Badger Bomber ParaBomb 4 Lt 60 te) 16 SVT n/a 5 5 
Spy Plane Camera n/a Lt 60 Ce) 40 SVT n/a 3 I 
Mig Maverick 3 Lt 60 Ce) 40 SVT 1200. 7 3 
Yak ChainGun 3 Lt 60 fe) 16 SVT 800 3 1S 
Chinook n/a n/a Lt go () 12 Both 12000 «8 

Apache Helicopter Hellfire 60 Hvy 125 (o) 16 ALL 1200 6 6 
Hind Helicopter ChainGun 3 Hvy 125 fe) 12 SVT 1200 6 20 


LWERPON STRENGTH DATA 


The following table lists the properties of Red Alert weapons. Note that several units may use the exact same weapons. 


For each weapon, the following fields are given: 


HEADING MAN 

Weapon Type The name of the weapon. Cross reference this name with the name in the Structure and 
Units tables. 

Damage The amount of “hit points” subtracted from the target when this weapon hits. 

Range The range, in battlefield units”, of the weapon. 

ROF The relative “rate of fire” of the weapon. The larger the number the faster the weapon 
fires. 

Speed The relative speed the weapon's projectile travels from weapon to target. 

Burst If the weapon can fire multiple shots at once, this field shows how many shots it fires. 

Unit/Struture Type The name of the unit(s) and/or structure(s) that use this weapon. 


NOTE: *BATTLEFIELD UNITS ARE LOOSELY DEFINED AS THE SIZE OF A SANDBAG, BARBED 
WIRE, OR CONCRETE WALL SECTION. 
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WEAPON TYPE 


Colt 45 
ZSU-23 
Vulcan 
Maverick 
Camera 
FireBall 
ChainGun 
Pistol 
MiCarbine 
Dragon 
Hellfire 
Grenade 
75mm 
gomm 
1o5mm 
1zomm 
TurretGun 
MammothTusk 
issmm 
M6éomeg 
Napalm 
TeslaZap 
Nike 
8Inch 
Stinger 
Torpedo 
2inch 
DepthCharge 
ParaBomb 
DogJaw 
Heal 

Scud 
Flamer 


DAMAGE 


50 
35 
40 
50 


BuRST 


UNIT/STRUCTURE TYPE 
Tanya 

AA Gun 

Pillbox / Camo Pill Box 
Mig 

Spy Plane 

Flame Turret 

Hind Heli / Yak 
Technician/Civilian 
Infantry 

Rocket Inf 
Longbow Heli 
Grenadier 

Light Tank 
Medium Tank 
Heavy Tank 
Mammoth Tank 
Gun Turret 
Mammoth Tank 
Artillery 

APC 

AP Mines 

Tesla Coil 

SAM 

Cruiser 

Destroyer 
Submarine 

PT Boat 

PT Boat/Destroyer 
Badger Bomber 
Dog 

Medic 

V2 Rocket 
Flamethrower 
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APRPrWYWPEN Dix 


THE RED ALERT 
TERRAIN EDITOR 


Red Alert ships with a full-featured terrain editor that you can use to create your own multiplayer maps. This 
editor is installed in your Red Alert directory when you install the game, and comes in both a DOS and a Windows 
95 version. 


This chapter will cover the basics of the Terrain Editor. After reading this chapter you should be able to start 
creating maps of your own for multiplayer use. 


7 NOTE: THE MANUAL FOR RED ALERT INDIGATES THAT THERE IS MORE DOCU- 
MENTATION ON THE TERRAIN EDITOR ON THE GD-ROM. HOWEVER, AS OF THIS 


WRITING, NO SUCH FILE EXISTS. 


STARTING THE 
TERRAIN EDITOR 


To start the Terrain Editor, do the following, depending upon which operating system you are using: 


DOS 


Change to the Red Alert directory on your hard drive (e.g., CD WESTWOODREDALERT), and then type EDDOS and 
press Enter. 


LUINDOWS 95 


Select Red Alert Map Editor from the Windows 95 Start menu, under Programs, Westwood, Red Alert. 


NOTE: ALTERNATELY, DOUBLE-CLICK THE EDWIN.EXE FILE IN THE RED ALERT 
DIRECTORY. 


Terrain Editor 


UNDERSTANDING THE 


Red Alert screen (see figure). Most of the controls to 
edit a map are contained in the Sidebar. 


LUINDERSTANDING TILES 


The Terrain Editor builds maps by placing terrain “squares” or tiles on the map grid. This is like laying tiles—every 
square is the same size, but may look different. Each tile is roughly the size of a sandbag or concrete wall segment 
in the game. 


The game decides how to treat the terrain, depending upon what is on each tile. If there is grass, the game treats it 
like open terrain; if it is water, it is treated like water, etc. For example, if a particular tile has a tree or ridge on it, 
the game will not allow units to cross that tile. 


Westwood has three different types of standard tiles, and a bunch of special groups of tiles that form distinct pat- 
terns. The standard terrain tiles are in the center of the Sidebar: open terrain, ore, gems, and water. 


The special patterned tiles are selected by using the Category Buttons to select the type of pattern(s) you want, and 
then selecting the specific pattern from the Pattern Selector. Whichever pattern is displayed in the Pattern Selector 
window will be the pattern that is drawn in the main editing window. 


eco 


Terrain Editor 


DRAWING STANDARD 
PATTERNS 


The standard tiles are meant to be used the most, and can be used by dropping individual tiles on the map or by 
designating an area that you want filled with the tiles. 


DROPPING SINGLE TILES 


Placing standard terrain tiles is much like placing structures you build in the game—simply click on the appropriate 
terrain button, and then click on the spot in the editing window where you want it placed. If you want to place sev- 
eral tiles of the same type of terrain, hold down the mouse button and use the cursor as a paintbrush, moving 
across the area where you want the terrain. 


NOTE: WHILE YOU ARE PLACING TILES, THE MOUSE CURSOR WILL CHANGE INTO 
A PAINT ROLLER. RIGHT-CLICK IF YOU NEED THE SELECTION CURSOR (ARROW) 


BACK. 
4 Tip: USE THE RADAR WINDOW TO QUICKLY MOVE AROUND THE MAIN EDITING WIN- 
Dow. IT FUNCTIONS JUST LIKE THE RADAR SCREEN IN THE GAME. 


For example, to “paint” a field of ore, click on the ore terrain button, position the cursor in the editing window, and 
hold down the mouse button while moving the mouse around. Everywhere you move the mouse, the editor will 
place a tile of ore. 


TORING THE COUNTER ALONG THE TOP OF THE SCREEN. THIS COUNTER DISPLAYS 
HOW MUCH ORE AND GEMSTONES ARE ON THE MAP IN CREDITS—THAT IS, IF IT 
WERE ALL GATHERED AND REFINED. 


@ TIP: YOU CAN TELL HOW MUCH ORE AND GEMSTONES ARE ON A MAP BY MONI- 


PLACING RECTANGULAR 
AREAS OF STANDARD TERRAIN 


Occasionally, it is beneficial to place large, rectangular areas of standard terrain. This method can be used to quick- 
ly place a group of standard tiles in a large area. For example, to create a large lake, you can either use the paint- 
ing method described earlier, or drop the bulk of the lake in one fell swoop. 


To fill a large area with a particular standard terrain, follow this procedure: 
0 Right-click to get the selection cursor (arrow). 
2: Place the cursor in one corner of the area you want to fill. 


3. Click and hold the mouse button down while dragging to the opposite corner of the area. A bounding box 
will extend as you move the mouse. 


Terrain Editor 


4. Release the mouse button when the rectangle is the size you want. 


is Click the appropriate standard terrain button to fill the rectangle with terrain tiles. 


NOTE: YOU WILL GENERALLY NEED TO DO SOME CLEANUP AROUND THE EDGE OF 
THE RECTANGLE—PLACING SHORELINES OR MAKING THE EDGES OF AN ORE FIELD 
IRREGULAR. USE THE SINGLE TILE METHOD FOR THIS. 


PLACING SPECIAL 
TILES AND PATTERNS 


Now that you can create basic terrain for your map, let's see how you can add some detail. There are a multitude 
of special tiles and prearranged patterns for you to choose from. The Terrain Editor categorizes these tiles and pat- 
terns into six categories: Shore, Ridges, River, Trees, Road, and Debris. 


NOTE: PATTERNS ARE SIMPLY GROUPS OF TILES THAT HAVE BEEN PREARRANGED 
TO FORM COMPLEX TERRAIN. FOR EXAMPLE, THERE ARE SEVERAL PATTERNS FOR 
SHORELINES. THESE PATTERNS MAKE IT EASY TO PLACE A SHORE AROUND A 
LARGE BODY OF WATER. 


The first step to placing a special tile or pattern is to select the category of tile you want to place. Click on one of 
the category buttons to change the Tile Selection Window to that category. Then, to pick the specific tile or pattern 
you want, use the arrows under the Selection Window until the tile or pattern is displayed. 


DISPLAY A BROWSING WINDOW. THIS WINDOW DISPLAYS A GROUP OF TILES OR 
PATTERNS. THIS MAKES IT EASIER TO COMPARE YOUR CHOICES, AND ALLOWS YOU 
TO VIEW SEVERAL TILES OR PATTERNS AT ONCE. WHEN YOU FIND THE ONE YOU 
WANT, CLICK ON IT AND THE BROWSING WINDOW WILL CLOSE. 


@ TIP: USE THE MAXIMIZE/MINIMIZE BUTTON UNDER THE SELECTION WINDOW TO 


You place the selected tile or pattern just like standard terrain, click on the Selection Window and then click on the 
area you want the tile or pattern placed. 


NOTE: PATTERNS ARE DISPLAYED WITH A GRID SHOWING HOW LARGE THEY ARE 
AND HOW THEIR INDIVIDUAL TILES ARE ARRANGED. USE THIS GRID TO HELP 
DETERMINE IF A PARTICULAR PATTERN WILL FIT WHERE YOU NEED IT. 


Use these tiles and patterns to give your map character; adding lakes, rivers, roads, ridges and more. 
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DETERMINING IF 
LANDSCAPE IS PASSABLE 


There are times that you will want to ensure that units can or cannot cross specific terrain. The Passable button at 
the top of the screen turns the passable filter on and off. When on, the passable filter displays impassable terrain 
with a red tint. 


DEFINING STARTING POINTS 


The last thing you need to add to your map is the starting points for the players. You do this by placing starting 
flags on the landscape where you want each player to start. 


Click on the flag icon in the lower right of the Terrain Editor window to select the flag tiles in the Selection 
Window. Place all eight different-colored flags where you want the players to start. 


OPTIONS 


You can save your new map to disk, reload an old map, or change the map’s characteristics by using the Options tab. 


Nate NOTE: YOU GAN ONLY LOAD MAPS GREATED WITH THE TERRAIN EDITOR; YoU 
NTonn 
CANNOT LOAD AND EDIT THE MULTIPLAYER MAPS THAT COME WITH RED ALERT. 


Each of the Options menu items are described below: 


Option Purpose 


New Map Clears the current contents of the Terrain Editor and lets you 
start a new map from scratch. 


Load Map Allows you to load a previously saved map from disk. Note that 
the maps MPR file must be in the Red Alert directory. 
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Option Purpose 


Save Map Allows you to save the current map to disk. The map will be saved 
in a DOS file with a MPR extension. Note that you are limited to 
39 characters for your map’s name. This name will show up in the 
list of Scenarios when you start a multiplayer game. (The Editor 
will actually save the game using an abbreviated form of your 
name, one that is a valid DOS filename.) 


Delete Map Allows you to delete a map that you have saved to disk. Note that 
this is permanent—once deleted, you cannot get the map back. 


Modify Map Info This option allows you to change the map’s size (small, medium, 
and large sizes available) and its climate (Temperate or Snow). 


Change Scroll Rate This control functions like the Scroll Rate in the game. Setting the 
slider more to the left will cause the main editing window to 
scroll more slowly, setting it to the right causes it to scroll more 


quickly. 
Resume Editing Closes the options menu and returns you to the editor. 
Quit Editor Exits the editor back to the operating system. 


NOTE: THE CURRENT NAME OF THE MAP IS DISPLAYED IN THE CENTER OF THE 
OPTIONS WINDOW. 


i Tip: REMEMBER THAT IN ORDER TO PLAY NEW MAPS, ALL PLAYERS MUST HAVE THE 
APPROPRIATE MPR FILE IN THEIR RED ALERT DIRECTORY. 
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APPENDIX 


Red Alert is a complex program designed to run on a variety of hardware platforms. However, no 
amount of testing can prevent all problems on all variations of hardware. The good news is that 
there is help if you have problems. This chapter gives some general advice on troubleshooting 
and sources for additional help. 


Basic 
TROUBLESHOOTING 


If you have problems with Red Alert, there are some basic things you can do to help solve the 
problem. 


TROUBLE IN 
LUINDOWS 95 


If you have problems running Red Alert in Windows 95, you should first try installing and running 
the game in DOS. Restart your machine and press F8 when you see the “Starting Windows 95" 
prompt, and choose the Command Line Only option. Alternately, choose Restart the Computer in 
MS-DOS mode from the Start/Shut Down menu. 


Try Red Alert in this mode. If you still have problems, you might be able to rule out Windows 95 
as the problem. However, if the problems go away, check the following: 


<> Do you have at least 8M of memory? Red Alert requires 8M of memory (16M recommended) 
to run in Windows 95. 


<> Make sure you have enough hard drive space. Red Alert requires at least 15M of free hard 
drive space when running Red Alert. 


<> Run Red Alert full-screen. In lower resolutions, Red Alert may run in a window, but will 
run very slowly. Try changing the default game resolution to 640 x 480 by using the Red 
Alert Windows 95 Edition Setup shortcut. 


<> Run Windows in a lower resolution. This will lower the system resources necessary for all 
programs to run. Also, try running with fewer colors if you are running Windows with more 
than 256 colors. 


<> Close all other applications. If performance is a problem, try closing all other applications 
before running Red Alert. 
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TROUBLE IN DOS 


If you are having problems running Red Alert in Windows 95, you may have better luck running from straight DOS. 
However, DOS has it's own frailties and faults, caused by other circumstances. 


VIDEO PROBLEMS 


Red Alert should run with no problem in the standard 640 x 400 mode. If not, try running SETUP and change the 
default video mode to 640 x 480. 


NOTE: GRAPHICS MAY LOOK A BIT SQUASHED IN THE 640 x 480 MODE. IF YOU 
CAN’T RUN IN THE 640 x 480 MODE, TRY CONTACTING YOUR VIDEO CARD MAN- 
UFACTURER FOR MORE INFORMATION ON HOW TO GET YOUR CARD TO ACCEPT THE 
640 x 400 MODE. 


NOTE: IF YOUR VIDEO CARD DIDN’T COME WITH A VESA DRIVER, YOU MIGHT 
WANT TO GHECGK OUT YOUR FAVORITE ONLINE SERVICE FOR GENERIC VESA DRI- 
VERS, SUCH AS UNIVBE. 


DOS SOUND PROBLEMS 


Red Alert should support any standard sound card. 


If you are having problems with the sound, first check your sound card's documentation to verify that you are 
running all necessary drivers. You may need to run a special driver or activate a special setting on some cards to 
properly run in DOS. 


If you continue to have problems, check the following: 
<> Does your sound card work in other DOS programs? 


<> Is your BLASTER environment variable set properly? This variable is normally set by a line in your 
AUTOEXEC.BAT file that resembles: 


SET BLASTER=A220 [5 Di Hs 


This line tells programs what the settings of your sound card are. See your sound card documentation for the 
correct settings for this variable. 


Note that this variable is usually used with Sound Blaster compatible cards. 


<> Try different settings in the SETUP program and use the TEST feature to test each setting. Note that this 
method may cause your computer to lock up. 
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NETWORK AND 
MopeEmM PROBLEMS 


As with any problem, make sure your network and/or modem works with other applications. For more information 
see the “Troubleshooting Multiplayer Games" section in the Multiplayer chapter for more troubleshooting advice. 


ADDITIONAL HELP 


Following are several other sources where you can go for help: 


LUESTWOOD 
SUPPORT OPTIONS 


Westwood offers several methods of support, ranging from advice on their Web page to telephone support. 
Telephone Support 1-714-833-1999 


Talk to a technical support representative. Have information about your computer and problem handy. Also, have a 
paper and pencil ready to take notes. 


Virgin Interactive Entertainment Hint Line 1-900-288-4744 US 1-900-451-4422 Canada 


Virgin charges 75 cents per minute for all of its hints (Canadian callers will be charged 50 cents for the first minute, 
and $1.25 for each additional minute). Children under 18 should check with their parents before calling. 


NOTE: THIS IS A HINT LINE, NOT TECHNICAL SUPPORT. IT MIGHT HELP YOU 
: SNEAK INTO AN ALLIED BASE, BUT WILL NOT HELP YOU GET UP AND RUNNING. 


E-mail supportawestwood.com 


Send Westwood a message about your problem. Be as specific as possible when describing your problem, and give 
as much information about your computer and setup as possible. 
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World Wide Web http://www. westwood.com 

Check for late-breaking information about the game, hints from other users, and solutions to common problems. 
FTP ftp.westwood.com 

Download updates to Red Alert, additional troubleshooting information, and patches for specific problems. 
Newsgroups Unknown 


By the time you are playing Red Alert, there should be several newsgroups about the product. Check the listing on 
your local newsgroup provider. 


OTHER ONLINE SYSTEMS 


Westwood has a presence on several other online services. Use the information below to reach them. 
America Online Keyword: Westwood Studios 


Email: WESTWOOD S 


CompuServe Forum: GAMBPUB, Section/Library 10 
Email: 71333,2405 


Prodigy Jump to: WESTWOOD SUPPORT 
Genie Keyword: Scorpia, area 33 
i. NOTE: OTHER SECTIONS OF THESE ONLINE SERVICES MAY PROVIDE HELP FROM 
NOTE OTHER GAMERS. FOR EXAMPLE, CHECK OUT THE GAMERS or MODEMGAMES 


FORUMS ON COMPUSERVE. 


BradyGAMES Web Page http://www.mcp.com/brady 


BradyGAMES will have more information on Red Alert as it is available. Stop by our Web Page often for the latest 
information. 


WesTwoop Stupios News & Notes 


Westwood regularly publishes a full-color digest on their current games, and news about upcoming games as well. 
To receive this publication, send your name and address to: 


Westwood Studios News & Notes 
3540 W. Sahara, *323 
Las Vegas, NV 89102 
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A Path Beyond map, 207 


AA guns (allied structures), 16 


Abort Game command (Options 
menu), 186 


Absent Professor mission 
(Allied), 74 


addresses (modems), 195-196 
adjusting modem settings, 196 
advanced power plants 

allied structures, 12 

soviet structures, 31 


air, plan of attack by, 65-66 
air fields, soviet structures, 35-36 
aircraft (helipads), 
helipads, see helipads 
hind helicopters, soviet units, 
59-60 
Al Players slider, 189 
allied missions 
Absent Professor, 74 
Atomic Punks, 107 
Broken Arrow, 109 
Chew on This, 82-83 
Clean Sweep, 76-77 


Come Sail Away, 112 

Deadly Deja Vu, 85-86 

Defector Detector, 104-105 

For King and Country, 90-91 

Keep the Chronosphere Online, 
100-101 


Let's Rock, 79-80 

Naval Exercise, 94-95 
Part the Iron Curtain, 114 
Race Against Time, 116 
Sub-versive Attack, 97 
Whole Enchilada, 118-121 


allied structures 
AA guns, 16 
advanced power plants, 12 
barracks, 13 
camouflaged pillboxes, 15 
chronospheres, 17 
concrete barriers, 18 
construction yard, 12 
damage, 11 
fake structures, 18 
gap generators, 17 
helipads, 14 
naval yards, 14 
ore refineries, 13 
pillboxes, 15 
power plants, 12 
radar domes, 16 
range, II 
sandbag barriers, 18 
service depots, 16 
silos, 13 
strength, 11 
technology centers, 17 
turrets, 15 
weapons factories, 14 

allied units, 19 
Anti-Tank, 22 
Apache Longbows, 27 


armored personnel carriers 
(APCs), 23 


artillery, 24 

cruisers, 26 

damage, 19 

designating opponents as, 186 
destroyers, 26 

engineers, 21 

GPS Satellites, 27 

gunboats, 26 

light tanks, 23 

medic, 20 

medium tanks, 24 

mobile construction vehicles, 25 
mobile gap generators, 24-25 
ore trucks, 22 

range, 19 

rangers, 22-23 

rifle infantry, 19 

rocket infantry, 20 

sonar pulses, 27 

spies, 20 
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INDEX 


strength, 19 
Tanya, 21 
thiefs, 21 
transports, 25 
Ally command, 9, 186 
Anti-Tank (allied units), 22 
Apache Longbows (allied units), 27 


APCs (armored personnel 
carriers), 23 


AP Mine Layer (soviet units), 51 


armored personnel carriers 
(APCs), 23 


artillery, allied units, 24 

Atomic Punks mission (Allied), 107 
attack dogs, soviet units, 45 
attack plans, see plan of attack 


Badger Bomber, soviet units, 57 
barbed wire, soviet structures, 43 
barracks 
allied structures, 13 
soviet structures, 33 
barriers 
allied structures, 18 
building bases, 68 
soviet structures, 44 
bases 
attacking, 66-67 
building, 67-69 
defense, 67-68 
expanding, 69 
repairing, 69 
Bases option, 189 
baude rates, setting, 196 


Blow Through the Pass mission 
(Soviet), 164-165 


bookmarks, 63 
Bookmarks command, 9 
Broken Arrow mission (Allied), 109 
building 

bases, 67-69 

forces, 64 
buttons 

Cancel, 197 

Crates 

contents, 189-190 

Save, 197 


C 


camouflaged pillboxes, allied 
structures, 15 


Cancel button, 197 

canceling, 197 

Capture the Flag option, 190 
capturing enemy bases, 66-67 
Center Views command, 9 
Central Conflict map, 207 


Change Scroll Rate command 
(Options menu:Terrain Editor), 227 


channels 
changing, 191 
Joining a Game, 192 
Starting a Game, 192 
Chew on This mission (Allied), 82-83 


Chinook helicopters, soviet 
units, 60 


choosing, see selecting 
chronospheres, allied structures, 17 
Clean Sweep mission (Allied), 76-77 
climate of maps, 207 

Coastal Influence map, 208 

colors, players, 187 

Combat Alley map, 208 


combined forces (military 
strategy), 65 


Come Sail Away mission (Allied), 112 
commands 
Ally, 9, 186 
basic keystroke, 9 
multiplayer keystroke, 9 
Options menu 
Abort Game, 186 
Game Controls, 186 
Resign Game, 186 
Select Serial menu, Settings, 195 
Terrain Editor commands, 226-227 
Concrete barriers 
allied structures, 18 
soviet Structures, 44 
connecting 
to networks, troubleshooting, 
204-205 
to Internet, 191 
troubleshooting, 204 


Construction Yard View 
command, 9 


construction yards 
allied structures, 12 
soviet structures, 30 
countries, selecting, 187 
Crates button, 189-190 
credits, players, 188 
cruisers, allied units, 26 


D 


damage 
allied structures, 11 
allied units, 19 
soviet structures, 29 
soviet units, 45 
Deadly Deja Vu mission (Allied), 
85-86 
Defector Detector mission (Allied), 
104-105 
defending, see protecting 
defense, building bases, 67-68 
defense weapons 


flame towers, soviet 
structures, 39 


Iron Curtain, 41-42 

soviet structures, barbed wire, 43 
soviet units, attack dogs, 45 
Telsa Coil, 40 


defining starting points (Terrain 
Editor), 226 


Delete Map command (Options 
menu:Terrain Editor), 227 


depots (service) 
allied structures, 16 
soviet structures, 37 

Desolation map, 208 


Destroy All Evidence! mission 
(Soviet), 161-162 


destroyers, allied units, 26 


Destroying enemy's ore (military 
strategy), 64 


Divert and Destroy mission (Soviet), 


137-141 
DOS 
starting Terrain Editor from, 222 
troubleshooting Red Alert, 230 
Dugout Isle map, 209 


E 


Elba Island is Ours! mission 
(Soviet), 155-159 

Enemies of the People mission 
(Soviet), 126 


enemy bases, attacking, 66-67 
engineers 

allied units, 21 

soviet units, 48 


England or Bust mission (Soviet), 
181-183 

Equal Opportunity map, 209 

Escort command, 9 

expanding bases, 69 


FE 


fake structures, 203 
allied structures, 18 
firing weapons, focused fire, 64 
First Come, First Serve map, 209 
flame infantry, soviet units, 47 
flame towers 
protecting, 39 
soviet structures, 39 
focused fire (weapons), 64 
food (ore trucks), soviet units, 
49-50 
For King and Country mission 
(Allied), 90-91 


ForceFire command, 9 
ForceMove command, 9 
forces 
bookmarks, 63 
building, 64 
formations, 63 
grouping, 62-63 
lassoing, 63 
see also units 
formations, 63 
Formations command, 9 


Frontal assault (military 
strategy), 65 


G 


Game Controls command (Options 
menu), 186 


gaming services (online), 200 

gap generators, allied structures, 17 

Get That Chronosphere—Or Else, 
mission (Soviet), 176-179 

Get Those Trucks Through mission 
(Soviet), 146-150 

GPS Satellites, allied units, 27 

grenadiers, soviet units, 46-47 

grouping forces, 62-63 

Guard command, 9 


guests, 187 
gunboats, allied units, 26 
guns, AA, allied structures, 16 


H 


heavy tanks, soviet units, 50 
helipads 
allied structures, 14 
soviet structures, 36 
hind helicopters, soviet units, 59-60 
Hostile Takeover mission (Soviet), 
173-174 
hosts 
modem games, 198-199 
network games, 193-194 
null-modem games, 197 
parameters, 187 


I Smell a Spy mission (Soviet), 
134-135 
infantry 
flame, soviet units, 47 
rifle 
allied units, 19 
soviet units, 46 
rocket, allied units, 20 
Internet 
connecting to, 191 
troubleshooting, 204 
playing Red Alert over, 191 
Kali, 192 
troubleshooting, 204 
Internet Relay Chat (IRC), 191 
interrupts (modems), 195-196 
Iron Curtain, soviet structures, 41-42 
Island Hoppers map, 210 
Island Wars map, 210 
Isle of Fury map, 210 
Ivory Wastelands map, 211 


J-K 
joining games, 192 
modem games, 199 
multiplayer games, 192 
on networks, 194 
null-modem games, 198 


Kali, playing Red Alert over 
Internet with, 192 
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Keep Off the Grass map, 211 


Keep the Chronosphere Online 
mission (Allied), 100-101 


kennels, soviet structures, 33 
Keystroke commands 

basic, 9 

multiplayer, 9 


medium tanks, allied units, 24 
menus 
Options, 186 


commands, see commands, 
Options menu 


Select Serial Game, 185 
Message to All command, 9 
Messages command, 9 


Blow Through the Pass, 
164-165 

Destroy All Evidence!, 161-162 

Divert and Destroy, 137-141 

Elba Island is Ours!, 155-159 

Enemies of the People, 126 

England or Bust, 181-183 

Get That Chronosphere—Or 


L Middle Mayhem map, 212 Else, 176-179 
MIGs, soviet units, 58-59 Get Those Trucks Through, 
lassoing forces, 63 146-150 


military strategy 
bases, building, 67-69 
combined forces, 65 
destroying enemy's ore, 64 


launching missile silos, 42-43 
Let's Rock mission (Allied), 79-80 
light tanks, allied units, 23 

Load Map command (Options 


Hostile Takeover, 173-174 
I Smell a Spy, 134-135 


Protecting the Assets of the 
People, 128-132 


menu:Terrain Editor), 226 = Save the Reactor, 152-153 
bookmarks, 63 
autidine 6 Stop the Fleet, 167-171 
M pnanaghiay The More Ore, The Better, 


formations, 63 
Mammoth Tank, soviet units, 52-53 grouping, 62-63 
maps lassoing, 63 
creating, see Terrain Editor mass frontal assault, 65 
plan of attack 


143-144 
mobile construction vehicles 
allied units, 25 
soviet units, 53-54 


multiplayer games, 207 mobile gap generators, allied units, 


A Path Beyond, 207 air, 65-66 24-25 
Central Conflict, 207 enemy bases, 66-67 modems 
Coastal Influence, 208 sea, 66 playing Red Alert over 


Combat Alley, 208 
Desolation, 208 
Dugout Isle, 209 

Equal Opportunity, 209 
First Come, First Serve, 209 missile silos, soviet structures, 42-43 
Island Hoppers, 210 missions 

Island Wars, 210 allied 

Absent Professor, 74 


two-pronged assault, 65 
weapons 

focused fire, 64 

stand-off range, 63 


hosting, 198-199 

joining, 199 

troubleshooting, 205-206 
selecting ports, 195 
setting baude rate, 196 
setting up connections, 195 
settings 


Isle of Fury, 210 

Ivory Wastelands, 211 
Keep Off the Grass, 211 
Marooned II, 211 
Middle Mayhem, 212 
No Escape, 212 

No Man’s Land, 212 
Normandy, 213 

North By Northwest, 213 
Pond Skirmish, 213 
Raraku, 214 

Ridge War, 214 
Shallow Grave, 214 
Treasure Isle, 215 


Atomic Punks, 107 

Broken Arrow, 109 

Chew on This, 82-83 

Clean Sweep, 76-77 

Come Sail Away, 112 

Deadly Deja Vu, 85-86 
Defector Detector, 104-105 
For King and Country, 90-91 


Keep the Chronosphere 
Online, 100-101 


Let's Rock, 79-80 
Naval Exercise, 94-95 
Part the Iron Curtain, 114 


adjusting, 196 
standard base addresses, 
195-196 
standard base interrupts, 
195-196 
troubleshooting Red Alert, 231 


Modify Map Info command (Options 


menu:Terrain Editor), 227 


multiplayer games 


Al Players slider, 189 
Bases option, 189 
Capture the Flag, 190 


compared to single player 
games, 185, 


Crates button, contents, 189-190 


Race Against Time, 116 : ; 
designating opponents as 


Marooned II map, 211 


Mass frontal assault (military Sub-versive Attack, 97 allies, 186 
strategy), 65 Whole Enchilada, 118-121 gameplay, 185 
medic, allied units, 20 soviet, 123-124 guests, 187 
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hosts, 187 

joining, 192 

on networks, 194 

maps, 207 
A path Beyond, 207 
Central Conflict, 207 
Coastal Influence, 208 
Combat Alley, 208 
Desolation, 208 
Dugout Isle, 209 
Equal Opportunity, 209 
First Come, First Serve, 209 
Island Hoppers, 210 
Island Wars, 210 
Isle of Fury, 210 
Ivory Wastelands, 211 
Keep Off the Grass, 211 
Marooned Il, 211 
Middle Mayhem, 212 
No Escape, 212 
No Man's Land, 212 
Normandy, 213 
North By Northwest, 213 
Pond Skirmish, 213 
Raraku, 214 
Ridge War, 214 
Shallow Grave, 214 
Treasure Isle, 215 

Ore Regens option, 189 

players 
colors, 187 
credits, 188 
names, 187 

playing over Internet, 191-192 
with Kali, 192 

playing over modems 
hosting, 198-199 
joining, 199 
troubleshooting, 205-206 

playing over networks, 193 
hosting, 193-194 
troubleshooting, 204-205 


playing over null-modem 
links, 197 


hosting, 197 
joining, 198 
troubleshooting, 206 
scenarios, 188 
selecting sides, 187 


sending messages to 
opponents, 186 


Shroud Regrows option, 190 
Skirmish mode, 199 
starting, 185, 192 

strategies, 200-203 
surrendering in, 186 

Tech level setting, 188 


troubleshooting internet 
connections, 204 


unit count, 188 


N 


names, players, 187 
Naval Exercise mission (Allied), 
94-95 
naval yards, allied structures, 14 
networks 
connecting to 
troubleshooting, 204-205 
playing Red Alert, 193 
playing Red Alert over, 193 
hosting, 193-194 
joining, 194 
troubleshooting, 204-205 
troubleshooting Red Alert, 231 


New Map command (Options 
menu:Terrain Editor), 226 


Next Unit command, 9 
No Escape map, 212 
No Man's Land map, 212 
Normandy map, 213 
North By Northwest map, 213 
null-modem games 
playing Red Alert over, 197 
hosting, 197 
joining, 198 
troubleshooting, 206 
setting up, 195 
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Online gaming services, 200 


online support, troubleshooting 
Red Alert, 232 


oppenents 
designating as allies, 186 
sending messages to, 186 
Options menu, 186 
commands 
Abort Game, 186 
Game Controls, 186 


Resign Game, 186 
Terrain Editor commands, 
226-227 
ore 
destroying enemy's, 64 
maps, 207 
refineries 
allied structures, 13 
soviet structures, 31-32 
storage, 31 
silos, soviet structures, 32 
trucks 
allied units, 22 
protecting, 41 
soviet units, 49-50 
Ore Regens option, 189 


P 


parameters (host controls), 187 


Part the Iron Curtain mission 
(Allied), 114 


passable filters (Terrain Editor), 226 
patterns (Terrain Editor), 
placing, 225 
pillboxes 
allied structures, 15 
building bases, 68 
placing 
patterns (Terrain Editor), 225 
special tiles (Terrain Editor), 225 
tiles (Terrain Editor), 224-225 
plan of attack 
by air, 65-66 
by sea, 66 
enemy bases, 66-67 
see also strategies 
players 
colors, 187 
credits, 188 
names, 187 
playing 
multiplayer games 
gameplay, 185 
starting, 185 
Red Alert over Internet, 191 
Kali, 192 


troubleshooting, 204 
Red Alert over modems 

hosting, 198-199 

joining, 199 

troubleshooting, 205-206 
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Red Alert over networks, 193 
hosting, 193-194 
joining, 194 
troubleshooting, 204-205 


Red Alert over null-modem 
links, 197 


hosting, 197 
joining, 198 
troubleshooting, 206 
Pond Skirmish map, 213 
ports, selecting, 195 
power 
radar domes, 38 
technology centers, 39 
Telsa Coil, 40 
power plants 
allied structures, 12 
soviet structures, 30 


practicing multiplayer games 
(Skirmish mode), 199 


properties, Red Alert weapons, 
219-220 


protecting 
flame towers, 39 
ore trucks, 41 
radar domes, 38 


Protecting the Assets of the People 
mission (Soviet), 128-132 


Quit Editor command (Options 
menu:Terrain Editor), 227 


Race Against Time mission 
(Allied), 116 


radar domes 
allied structures, 16 
protecting from allied spies, 38 
soviet structures, 37-38 
radar screens, 38 
range 
allied structures, 1 
allied units, 19 
soviet structures, 29 
soviet units, 45 
rangers, allied units, 22-23 
Raraku map, 214 


rectangular areas, placing tiles with 
Terrain Editor, 224-225 
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Kali, 192 
troubleshooting, 204 

playing over modems links 
hosting, 198-199 
joining, 199 
troubleshooting, 205-206 

playing over networks, 193 
hosting, 193-194 
joining games, 194 
troubleshooting, 204-205 


playing over null-modem 
links, 197 


hosting, 197 

joining, 198 

troubleshooting, 206 
troubleshooting 

in DOS, 230 

in Windows 95, 229 

networks/modems, 231 

technical support, 231-232 


registering Red Alert with 
Westwood Chat server, 19! 

repairing bases, 69 

Resign Game command (Options 
menu), 186 


Resume Editing command (Options 
menu:Terrain Editor), 227 


Ridge War map, 214 
rifle infantry 
allied units, 19 
soviet units, 46 
rocket infantry, allied units, 20 
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SAM (Surface-to-Air-Missile) Site, 
soviet structures, 41 


sandbag barriers, allied 
structures, 18 


satellites (GPS), allied units, 27 
Save button, 197 


Save Map command (Options 
menu:Terrain Editor), 227 


Save the Reactor mission (Soviet), 
152-153 

saving, 197 

Scatter command, 9 

scenarios, 188 

scouting terrain, 67 


screens, radar, 38 
sea, plan of attack by, 66 
Select Every Unit command, 9 
Select Serial Game menu, 185 
Select Serial menu commands, 
Settings, 195 
selecting 
ports, 195 
sides, 187 


sending messages to 
opponents, 186 


service depots 

allied structures, 16 

soviet structures, 37 
services (online gaming), 200 


Settings command (Select Serial 
menu), 195 


Shallow Grave map, 214 
Shroud Regrows option, 190 
sides, selecting, 187 
silos, allied structures, 13 
single player games, compared to 
multiplayer, 185 
size, maps, 207 
skirmish mode, 199 
soft defenses, building bases, 68 
sonar pulses, allied units, 27 
sound, troubleshooting in DOS, 230 
soviet missions, 123-124 
Blow Through the Pass, 164-165 
Destroy All Evidence!, 161-162 
Divert and Destroy, 137-141 
Elba Island is Ours!, 155-159 
Enemies of the People, 126 
England or Bust, 181-183 
Get That Chronosphere—Or Else, 
176-179 
Get Those Trucks Through, 146-150 
Hostile Takeover, 173-174 
1 Smell a Spy, 134-135 
Protecting the Assets of the 
People, 128-132 
Save the Reactor, 152-153 
Stop the Fleet, 167-171 
The More Ore, The Better, 143-144 
soviet structures, 29 
advanced power plants, 31 
air fields, 35-36 
barbed wire, 43 
barracks, 33 
concrete barriers, 44 


construction yards, 30 
damage, 29 
flame towers, 39 
helipads, 36 
Iron Curtain, 41-42 
kennels, 33 
missile silos, 42-43 
ore refineries, 31-32 
ore silos, 32 
power plants, 30 
radar domes, 37-38 
range, 29 
SAM (Surface-to-Air-Missile) 
Site, 41 
service depots, 37 
strength, 29 
sub pens, 34-35 
technology centers, 38-39 
Telsa Coil, 40 
war factories, 34 
soviet units, 44 
AP Mine Layer, 51 
attack dogs, 45 
Badger Bomber, 57 
Chinook helicopters, 60 
damage, 45 
engineers, 48 
flame infantry, 47 
Grenadiers, 46-47 
heavy tanks, 50 
Hind helicopters, 59-60 
Mammoth Tank, 52-53 
MIGs, 58-59 
Mobile Construction Vehicle, 53-54 
ore trucks, 49-50 
range, 45 
rifle infantry, 46 
Spy Plane, 58 
strength, 45 
submarines, 55 
Tanya, 48-49 
transports, 54-55 
V2 Rocket Launcher, 52 
Yak Attack aircraft, 56 
special tiles 
Terrain Editor 
placing, 225 
spies 
allied units, 20 
spying on enemies, 67 


Spy Plane, soviet units, 58 
stand-off range (weapons), 63 
starting 

games, 192 

multiplayer games, 185, 192 

Terrain Editor, 222 


starting points (Terrain Editor), 
defining, 226 


statistics 
structures, 217 
units, 218-219 
weapons, 219-220 
Stop command, 9 
Stop the Fleet mission (Soviet), 
167-171 
storage of ore refineries, 31 
strategies 
multiplayer games, 200-203 
see also military strategy, 64 
strength 
allied structures, 11 
allied units, 19 
soviet structures, 29 
soviet units, 45 
structures 
allied 
AA guns, 16 
advanced power plants, 12 
barracks, 13 
camouflaged pillboxes, 15 
chronospheres, 17 
concrete barriers, 18 
construction yards, 12 
damage, 11 
fake structures, 18 
gap generators, 17 
helipads, 14 
naval yards, 14 
ore refineries, 13 
pillboxes, 15 
power plants, 12 
radar domes, 16 
range, II 
sandbag barriers, 18 
service depots, 16 
silos, 13 
strength, 11 
technology centers, 17 
turrets, 15 
weapons factories, 14 


fake, 203 

soviet, 29 
advanced power plants, 31 
air fields, 35-36 
barbed wire, 43 
barracks, 33 
concrete barriers, 44 
construction yards, 30 
damage, 29 
flame towers, 39 
helipads, 36 
Iron Curtain, 41-42 
kennels, 33 
missile silos, 42-43 
ore refineries, 31-32 
ore silos, 32 
power plants, 30 
radar domes, 37-38 
range, 29 
SAM (Surface-to-Air-Missile) 

Site, 41 

service depots, 37 
strength, 29 
sub pens, 34-35 
technology centers, 38-39 
Telsa Coil, 40 
war factories, 34 

Statistics, 217 

sub pens, soviet structures, 34-35 


Sub-versive Attack mission 
(Allied), 97 


submarines, soviet units, 55 


Surface-to-Air-Missile, see SAM 
(Surface-to-Air-Missile) Site 
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tanks 
heavy tanks, 50 
light tanks, allied units, 23 
Mammoth Tank, soviet units, 52-53 
medium, allied units, 24 

Tanya 
allied units, 21 
soviet units, 48-49 

Teams command, 9 

tech level setting, 188 


technical support, troubleshooting 
Red Alert, 231-232 
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technology centers 
allied structures, 17 
soviet structures, 38-39 
Telsa Coil, soviet structures, 40 
Terrain Editor 
Options menu commands, 226-227 
passable terrain filter, 226 
starting, 222 
starting points, defining, 226 
tiles, 223 
placing, 224 
rectangular areas, placing, 
224-225 
special, placing, 225 
The More Ore, The Better mission 
(Soviet), 143-144 
thiefs, allied units, 21 
tiles (Terrain Editor), 223 
placing, 224 
rectangular areas, placing, 224-225 
special, placing, 225 
transports 
allied units, 25 
soviet units, 54-55 
Treasure Isle, 215 
troubleshooting 
in DOS, 230 
in Windows 95, 229 
modem games, 205-206 


multiplayer games, Internet 
connections, 204 


networks/modems, 231 

null-modem games, 206 

technical support, 231-232 
turrets 

allied structures, 15 

building bases, 68 


two-pronged assault (military 
strategy), 65 
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units 
allied, 19 
Anti-Tank, 22 
Apache Longbows, 27 


armored personnel carriers 
(APCs), 23 


artillery, 24 
cruisers, 26 
damage, 19 
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destroyers, 26 
engineers, 21 
GPS Satellites, 27 
gunboats, 26 
light tanks, 23 
medic, 20 
medium tanks, 24 


mobile construction 
vehicles, 25 


mobile gap generators, 24-25 
ore trucks, 22 
range, 19 

rangers, 22-23 
rifle infantry, 19 
rocket infantry, 20 
sonar pulses, 27 
spies, 20 

strength, 19 
Tanya, 21 

thiefs, 21 
transports, .25 
count, 188 


soviet, 44 


AP Mine Layer, 51 

attack dogs, 45 

Badger Bomber, 57 

Chinook helicopter, 60 

damage, 45 

engineers, 48 

flame infantry, 47 

Grenadiers, 46-47 

heavy tanks, 50 

Hind helicopters, 59-60 

Mammoth Tank, 52-53 

MIGs, 58-59 

Mobile Construction Vehicle, 
53-54 

ore trucks, 49-50 

range, 45 

rifle infantry, 46 

Spy Plane, 58 

strength, 45 

submarines, 55 

Tanya, 48-49 

transports, 54-55 

V2 Rocket Launcher, 52 

Yak Attack aircraft, 56 


Statistics, 218-219 
see also forces 


V2 Rocket Launcher, 52 
video, troubleshooting in DOS, 230 


war factories, soviet structures, 34 
water, maps, 207 
weapons 
aircraft, see aircraft 
allied structures 
AA Guns, 16 
factories, 14 
focused fire, 64 
properties, 219-220 
soviet structures, missile silos, 
42-43 
soviet units 
AP Mine Layer, 51 
flame infantry, 47 
Grenadiers, 46-47 
rifle infantry, 46 
Tanya, 48-49 
stand-off range, 63 
see also units 
Westwood Chat server 
channels 
changing, 191 
Joining a Game, 192 
Starting a Game, 192 
registering Red Alert, 191 


technical support, trouble- 
shooting Red Alert, 231-232 
Whole Enchilada mission (Allied), 
118-121 
Windows 95 
starting Terrain Editor from, 222 
troubleshooting Red Alert, 229 


Yak Attack aircraft, soviet units, 56 
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